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ABSTRACT : PROBLEM TO BE SOLVED: To provide a game system, a game device and a game 

program allowing a player to easily play a fighting game with a desired opponent at any 
time. 

SOLUTION: This game system Includes a plurality of portable game devices having 
wireless communication units by short range radios. This game device alternately 
performs a broadcast transmission of prescribed data (connectabfe information) and the 
receiving of broadcast data from another game device for searching a communication 
party (S21). After establishing the connection, for example, fighting information is 
transmitted from the other game device side, one game device receives the fighting 
information (S27) and determines whether or not fighting conditions are satisfied by 
comparing it with own fighting conditions (S31 and 33). When satisfying them, one side 
transmits a fighting request to the other side (S39) and transmits the own fighting 
Information (S41). The other side determines the satisfaction of the conditions according 
to the fighting request. When the fighting conditions are satisfied in the both sides, the 
communication fighting game is executed between the both game devices. This system 
allows the player to easily enjoy the fighting game with the desired opponent. 
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DETAILED DESCRIPTION 

[Detailed Description of the Invention] 
[0001] 

[Industrial Application] 

This invention relates to the game system, the game equipment, and the game program which can 
perform a communication link versus fighting game by radiocommunicating with other game 
equipments especially about a game system, game equipment, and a game program, for example. 
[0002] 

[Description of the Prior Art] 

An example of the conventional game system which holds communication link waging war is 
indicated by the patent reference 1 by communicating using two or more game equipments. A server 
offers service of control of game waging war between teraiinals, offer of various information, etc. 
including the server to which this game system was connected through networks, such as two or 
more terminals, a communication line network, or the Internet. In this game system, a waging-war 
partner's conditions are registered into every user (player) by the server, the waging-war partner who 
suited a user's hope based on the contents of that conditioning is extracted and introduced, and game 
waging war is held. 
[0003] 

Moreover, there are some which connect two or more pocket mold game equipments with a 
telecommunication cable, and were made to perform a versus fighting game (for example, nonpatent 
literature 1 reference). 
[0004] 

[Patent reference 1] 
JP,2001-321570,A 
[Nonpatent literature 1] 

A "Nintendo formula guidebook Pocket-Monsters gold-and-silver ******** ^lap", Shogakukan 

Issue, January 20, 2000, p.22 

[0005] 

[Problem(s) to be Solved by the Invention] 

In the game system indicated by the patent reference 1, since it is necessary to coimect with a 
network in order to carry out a versus fighting game, it cannot be said that a versus fighting game is 
made that it is troublesome and easily [ always ]. Moreover, since a server is needed, the burden of 
the initial investment of a service provider, management costs, etc. is large. 
[0006] 

Moreover, since the players pitched against each other had to gather pocket mold game equipment 
and they had to connect each pocket mold game equipment of each other with the 
telecommunication cable in the game system indicated by nonpatent literature 1, it was troublesome. 
Moreover, after negotiating by the partner who wants to be pitched against each other, and oral to be 
pitched against each other, it had to connect with the telecommunication cable and the versus 
fighting game had to be performed. Moreover, since it did not understand before the waging-war 
partner checks orally what kind of player it is when the partners pitched against each other are 
unacquainted others, playing a match against unacquainted others had the case where it wavered. 
Moreover, it is very troublesome to carry out such a check to many men, and to look for the partner 
of whom he expects. 
[0007] 

So, the main purpose of this invention is offering the game system, the game equipment, and the 
game program which can do a versus fighting game easily [ always ] with the partner of hope. 
[0OO8] 

[Means for Solving the Problem] 

The 1st invention (invention concerning claim 1) is a game system containing the game equipment 
of two or more pocket molds, and each of game equipment is equipped with means of 
communications, a versus fighting game activation means, a waging-war information setting means, 
and a waging-war conditioning means. Means of communications is for communicating by other 



http://www4.ipdl.ncipi.go.jp/cgi-biii/tran_web_cgi_ejje 16.5.2005 



JP,2005-006766,A [DETAILED DESCRIPTION] Sivu 2/25 



game equipment and short-distance wireless. A versus fighting game activation means performs a 
versus fighting game by communicating using other game equipment and means of communications. 
A waging-war information setting means sets up the waging-war information which is the self 
information about a versus fighting game. A waging-war conditioning means sets up the waging-war 
conditions which are conditions of the waging-war partner of a versus fighting game. At least one 1st 
game equipment in game equipment is further equipped with the 1st connecting means which looks 
for other game equipments used as a communications partner, and establishes connection among 
other game equipments by carrying out broadcasting transmission of the predetermined data using 
means of communications. Here, predetermined data are connectable information which shows for 
example, connection ****. At least one 2nd game equipment in game equipment is further equipped 
with the 2nd connecting means which receives the predetermined data by which broadcasting 
transmission is carried out from other game equipments using means of communications, and 
establishes connection among other game equipments. The versus fighting game activation means of 
the 1st game equipment, and the versus fighting game activation means of the 2nd game equipment 
By communicating between the 1st game equipment and the 2nd game equipment concerned 
concerned using means of communications in either [ at least ] waging-war information or waging- 
war conditions The waging-war information on the 1st game equipment concerned fulfills the 
waging-war conditions of the 2nd game equipment concerned. And when it judges whether the 
waging-war information on the 2nd game equipment concerned fulfills the waging-war conditions of 
the 1st game equipment concerned and it is judged that waging-war conditions are fulfilled, means of 
communications is used and a versus fighting game is performed between the 1st game equipment 
and the 2nd game equipment concerned concerned. 
[0009] 

Here, waging-war information may be the information which shows the workmanship to the game of 
a player, own individual humanity news of a player, information set up in the game. Information, 
such as a class of character specifically chosen as the player character in information, such as age of 
players, such as record against an opponent of the score, the level, and the past in which the player 
carried out the game play, and which it gained, and sex, and a game, and a class of item which the 
player character possesses, is included. In addition, the information which a player inputs is 
sufficient as waging-war information, and the information automatically set up by the game play is 
sufficient as it 
[0010] 

When fulfilling the waging-war conditions to which the waging-war information which fulfilled the 
waging-war conditions to which the waging-war information set up with the 1st game equipment 
was set with the 2nd game equipment, and was set up with the 2nd game equipment was set with the 
1st game equipment, a versus fighting game is performed among both game equipments. There are 
the following approaches among the approaches of judging whether a versus fighting game being 
performed, for example. 

(1) Approach 1 

(a) The 1st game equipment transmits the waging-war information on own to the 2nd game 
equipment (broadcasting transmission of this transmission may be carried out without specifying the 
2nd game equipment, transmitting individually and specifying the 2nd game equipment). 

(b) The 2nd game equipment receives the waging-war information on the 1st game equipment, and 
compares it with own waging-war conditions. In fulfilling conditions, the 2nd game equipment 
transmits the waging-war information on own to the 1st game equipment. 

(c) The 1st game equipment receives the waging-war information on the 2nd game equipment, and 
compares it with own waging-war conditions. When fulfilling conditions, a versus fighting game is 
performed between the 1st game equipment and the 2nd game equipment. 

(2) Approach 2 

(a) The 1st game equipment transmits own waging-war conditions to the 2nd game equipment 
(broadcasting transmission of this transmission may be carried out without specifying the 2nd game 
equipment, transmitting individually and specifying the 2nd game equipment). 

(b) The 2nd game equipment receives the waging-war conditions of the 1st game equipment, and 
compares them with the waging-war information on own. In fulfilling conditions, the 2nd game 
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equipment transmits own waging- war conditions to the 1st game equipment, 
(c) The 1st game equipment receives the waging-war conditions of the 2nd game equipment, and 
compares them with the waging-war information on own. When fulfilling conditions, a versus 
fighting game is performed between the 1st game equipment and the 2nd game equipment. 
(3) Approach 3 

(a) The I st game equipment transmits own waging-war information and own waging-war conditions 
to the 2nd game equipment (broadcasting transmission of this transmission may be carried out 
without specifying the 2nd game equipment, transmitting individually and specifying the 2nd game 
equipment). 

(b) the 2nd game equipment — the waging-war infomiation and the waging-war conditions of the 1st 
game equipment — receiving — the waging-war information on own, and waging-war conditions — 
respectively - ** - compare. In fulfilling conditions, it performs a versus fighting game between the 
1st game equipment and the 2nd game equipment. 

[0011] 

In addition, in the above-mentioned approach 1-3, the 1st game equipment and the 2nd game 
equipment read mutually and are possible. However, the part about the broadcasting transmission in 
parenthesis writing is removed. 
[0012] 

Claim 2 is subordinate to claim 1, and waging-war information and waging-war conditions contain at 
least one of the number of games, the percentage of victories, the class of character to be used, and 
the attribute value of the character to be used. 
[0013] 

Claim 3 is subordinate to claim 1, and the 1st connecting means carries out broadcasting 
transmission of the predetermined data continuously using means of communications. 
[0014] 

Claim 4 can be subordinate to claim 1, and a versus fighting game activation means can perform 
alternatively the 2nd versus fighting game to pitch the 1st versus fighting game and players for 
playing a match against a computer against each other. While looking for other game equipments 
which serve as a waging-war partner of the 2nd versus fighting game by the 1st connecting means or 
the 2nd connecting means, a versus fighting game activation means can perform the 1st versus 
fighting game. 
[0015] 

Claim 5 is subordinate to claim 4, and waging-war information and waging-war conditions include 
the information which changes according to activation of the 1st versus fighting game. A versus 
fighting game activation means changes waging-war information or waging-war conditions, when 
information changes according to activation of the 1st versus fighting game. 
[0016] 

Claim 6 is subordinate to claim 1, and waging-war conditions include the 1st condition and the 2nd 
condition. The versus fighting game activation means of the 1 st game equipment and the 2nd game 
equipment performs a versus fighting game automatically, when judged as waging-war condition 
formation based on the 1st condition, and when judged as waging-war condition formation based on 
the 2nd condition, after it checks whether a match is played against a player, it performs a versus 
fighting game. 
[0017] 

Claim 7 is subordinate to claim 1^ and waging-war information includes the information which is not 
included in waging-war conditions. The 1st game equipment and the 2nd game equipment transmit 
and receive the information which is not included in waging-war conditions among waging-war 
information using means of communications. When judged as waging-war condition formation, a 
versus fighting game activation means displays the information which is not included in waging-war 
conditions among the waging-war information on the game equipment of mother side on the display 
means of game equipment, and after it checks whether a match is played against a player, it performs 
a versus fighting game. 
[0018] 

Claim 8 is subordinate to claim 2, and each game equipment is fiirther equipped with a waging-war 
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multiplier setting means to set up the waging-war multiplier which shows the ratio of the waging- 
war conditions over waging-war information. Waging-war conditions are determined from waging- 
war information and a waging-war multiplier. 
[0019] 

The 2nd invention (invention concerning claim 9) is a game system containing the game equipment 
of two or more pocket molds, and each of game equipment is equipped with means of 
communications, a versus fighting game activation means, and a waging-war information setting 
means. Means of com!munications is for communicating by other game equipment and short-distance 
wireless. A versus fighting game activation means performs a versus fighting game by 
communicating using other game equipment and means of communications. A waging-war 
information setting means sets up the waging-war information which is the self information about a 
versus fighting game. At least one 1st game equipment in game equipment is further equipped with 
the 1st connecting means which looks for other game equipments used as a communications partner, 
and establishes coiuiection among other game equipments by carrying out broadcasting transmission 
of the predetermined data using means of communications. At least one 2nd game equipment in 
game equipment is further equipped with the 2nd connecting means which receives the 
predetermined data by which broadcasting transmission is carried out ft-om other game equipments 
using means of communications, and establishes connection among other game equipments. In this 
game system, the versus fighting game activation means of the 1st game equipment Transmit the 
waging-war information on the 1st game equipment concerned using means of communications, and 
the waging-war information on the 2nd game equipment concerned is received. It checks whether 
after displaying the waging-war information on the 2nd game equipment concerned on the display 
means of the 1st game equipment concerned, a match is played against a player. The versus fighting 
game activation means of the 2nd game equipment Transmit the waging-war information on the 2nd 
game equipment concerned using means of communications, and the waging-war information on the 
1st game equipment concerned is received. When it checks whether a match is played against a 
player and both players wish to be pitched against each other after displaying the waging-war 
information on the 1st game equipment concerned on the display means of the 2nd game equipment 
concerned, means of communications is used and a versus fighting game is performed between the 
1st game equipment and the 2nd game equipment, 
[0020] 

The 3rd invention (invention concerning claim 10) is game equipment used in the game system 
containing the game equipment of two or more pocket molds. This game equipment is equipped with 
means of communications, a versus fighting game activation means, a waging-war information 
setting means, a waging-war conditioning means, and a connection establishment means. Means of 
communications is for communicating by other game equipment and short-distance wireless. A 
versus fighting game activation means performs a versus fighting game by communicating using 
other game equipment and means of communications. A waging-war information setting means sets 
up the waging-war information which is the self information about a versus fighting game. A 
waging-war conditioning means sets up the waging-war conditions which are conditions of the 
waging-war partner of a versus fighting game. A connection-establishment means performs one [ at 
least ] processing of the 1st connection processing which looks for other game equipments used as a 
communications partner, and establishes connection among other game equipments, and the 2nd 
connection processing which receive the predetermined data by which broadcasting transmission is 
carried out from other game equipments using means of communications, and establish connection 
among other game equipments by carrying out the broadcasting transmission of the predetermined 
data using means of communications. A versus fighting game activation means by communicating 
among other game equipments using means of communications in either [ at least ] waging-war 
information or waging-war conditions When the waging-war information on self fulfilled the 
waging-war conditions of other game equipments, and the waging-war information on other game 
equipments judges whether the waging-war conditions of self are fulfilled and judges that waging- 
war conditions are fulfilled, means of communications is used and a versus fighting game is 
performed among other game equipments. 
[0021] 
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Claim 1 1 is subordinate to claim 10, and a connection establishment means is equipped with the 
function of both the function to perfomi the 1st connection processing, and the function to perform 
the 2nd connection processing, and it performs the 1st connection processing and the 2nd connection 
processing by turns. 
[0022] 

Claim 12 is subordinate to claim 1 1, and is further equipped with a period die-length setting' means 
to set up the die length of one [ at least ] period of the 1st period or the 2nd period in adjustable, 
about the 2nd period for receiving predetermined data in the 1st period for carrying out broadcasting 
transmission of the predetermined data in the 1st connection processing, and the 2nd connection 
processing. 
[0023] 

Claim 13 is subordinate to claim 1 1, and is further equipped with a ****** term setting means to set 
up the ** term of one [ at least ] period of the 1st period or the 2nd period in adjustable, about the 
2nd period for receiving predetermined data in the 1 st period for carrying out broadcasting 
transmission of the predetermined data in the 1st connection processing, and the 2nd connection 
processing. 
[0024] 

The 4th invention (invention concerning claim 14) is a game program for performing a 
communication link versus fighting game in game equipment equipped with the means of 
communications for being uised in the game system containing the game equipment of two or more 
pocket molds, and communicating by other game equipment and short-distance wireless. This game 
program is for operating game equipment as a waging-war information setting means, a waging-war 
conditioning means, a connection establishment means, and a versus fighting game activation means. 
A waging-war information setting means sets up the waging-war information which is the self 
information about a versus fighting game. A waging-war conditioning means sets up the waging-war 
conditions which are conditions of the waging-war partner of a versus fighting game. A connection- 
establishment means performs one [ at least ] processing of the 1st connection processing which 
looks for other game equipments used as a communications partner, and establishes connection 
among other game equipments, and the 2nd connection processing which receive the predetermined 
data by which broadcasting transmission is carried out from other game equipments using means of 
communications, and establish connection among other game equipments by carrying out the 
broadcasting transmission of the predetermined data using means of communications. A versus 
fighting game activation means by communicating among other game equipments using means of 
communications in either [ at least ] waging-war information or waging-war conditions When the 
waging-war information on self fulfilled the waging-war conditions of other game equipments, and 
the waging-war information on other game equipments judges whether the waging-war conditions of 
self are fulfilled and judges that waging-war conditions are fulfilled, means of communications is 
used and a versus fighting game is performed among other game equipments. 
[0025] 
[Function] 

At claim 1 , game systems are two or more pocket mold game equipments (10: reference number 
which corresponds in the example.). It is below the same. It contains. With this game equipment, 
means of communications (20 14) is for communicating by other game equipment and short-distance 
wireless. A versus fighting game activation means (20 S13, S15) performs a versus fighting game by 
communicating using other game equipment and means of communications. A waging* war 
information setting means (20 S133-S139) sets up the waging-war information (74a-74f etc.) which 
is the self information about a versus fighting game, A waging-war conditioning means (20 S5, 
SI 43) sets up the waging-war conditions (72a, 72b) which are conditions of the waging-war partner 
of a versus fighting game. By carrying out broadcasting transmission of the predetermined data using 
means of communications, the 1st connecting means (20, S21, S105-S1 17, S165-S177) of the 1st 
game equipment looks for other game equipments used as a communications partner, and establishes 
cormection among other game equipments. The 2nd connecting means (20, S21, S93-S103, S153- 
S163, S179-S189) of the 2nd game equipment receives the predetermined data by which 
broadcasting transmission is carried out from the 1st game equipment using means of 
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communications, and establishes connection between the 1st game equipment. The versus fighting 
game activation means of the 1st game equipment, and the versus fighting game activation means of 
the 2nd game equipment By communicating between the 1st game equipment and the 2nd game 
equipment concerned concerned using means of communications in either [ at least ] waging-war 
Infomiation or waging-war conditions, (S27, S41, S61, S69), The waging-war infomiation on the 1st 
game equipment concerned fulfills the waging-war conditions of the 2nd game equipment 
concerned. And it judges whether the waging-war information on the 2nd game equipment 
concerned fulfills the waging-war conditions of tfie 1st game equipment concerned (S31-S33, S73- 
S75). When it is judged that waging-war conditions are fulfilled, means of communications is used 
and a versus fighting game is performed between the 1st game equipment and the 2nd game 
equipment concerned concerned (S 1 23). 
[0026] 

Since the partner as whom connection is established among two or more game equipments, and 
waging-war conditions are satisfied by carrying out broadcasting transmission of the predetermined 
data by short-distance wireless can be looked for according to this invention, it is not necessary to 
connect with a network or to use a telecommunication cable. Therefore, if it is the partner who exists 
in grasp, the partner and versus fighting game which he wishes easily always can be enjoyed. 
Moreover, since the game equipment and the short-distance wireless of a pocket mold are used, if 
you go to the location in which people gather, it will become possible for possibility that the waging- 
war partner who wishs exists to become high, and to play a versus fighting game with the waging- 
war partner who wishs. Moreover, the pleasure which is not in the former of playing a match against 
the unknown player which met by chance at the going-out place can be offered. Furthermore, since 
game equipments are searched for a waging-war partner, it is not necessary to prepare a server etc. 
and the burden of a game provider's initial investment, management costs, etc. can be mitigated. 
[0027] 

In claim 2, waging-war information contains at least one of the number (74f) of games, the 
percentage of victories (74d), the class (74a) of character to be used, and the attribute value (74b, 
74c) of the character to be used. Thus, with the data used for activation of the information and the 
game which are obtained as a result of a game, since waging-war conditions are set up, the partner 
who wishes to be pitched against each other can be specified easily. 
[0028] 

In claim 3, the 1st connecting means carries out broadcasting transmission of the predetermined data 
continuously using means of conamunications (Sll, S13, S21, S107, SI 67). Therefore, even when 
the partner who fiilfiUs waging-war conditions is not found, since it is judged whether waging-war 
conditions are fulfilled between communications partners when it is new, and also people move and 
it goes into its communication link range, or when [ at which pocket mold game equipment is 
possessed ] it moves [ one ] and is new and also goes into the communication link range of people, 
possibility that a versus fighting game can be enjoyed can be raised. 
[0029] 

In claim 4, a versus fighting game activation means can perform alternatively the 2nd versus fighting 
game (SI 23) to pitch the 1st versus fighting game (SI 31) and players for pla3dng a match against a 
computer against each other, and while looking for other game equipments which serve as a waging- 
war partner of the 2nd versus fighting game by the 1st connecting means or the 2nd connecting 
means, as for a versus fighting game activation means, the 1st versus fighting game can be 
perfonned. Therefore, since it can wait for the partner who fiilfiUs waging-war conditions to appear, 
carrying out waging war with a computer, a user is not bored and can raise the level of skill of a 
versus fighting game. 
[0030] 

In claim 5, including the information (74d) firom which waging-war information and waging-war 
conditions change according to activation of the 1st versus fighting game, a versus fighting game 
activation means changes waging-war information or waging-war conditions, when information 
changes according to activation of the 1st versus fighting game (S133-S139, S143). The waging-war 
information or the waging-war conditions that carried out and the newest information on the time 
was reflected as ** can determine a more suitable waging-war partner. 
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[0031] 

In claim 6, waging-war conditions include the 1st condition (72a) and the 2nd condition (72b). The 
versus fighting game activation means of the 1st game equipment and the 2nd game equipment 
When judged as waging-war condition formation based on the 1st condition, (S31, S73), A versus 
fighting game is performed automatically, and when judged as waging-war condition formation 
based on the 2nd condition, after checking whether a match is played against (S33, S75), and a 
player (S35-S37, S77-S79), a versus fighting game is performed. Therefore, a user can use the 1st 
condition and the 2nd condition properly, and can realize waging war in the form where its hope was 
met more. 
[0032] 

In claim 7, waging-war information includes the information (74a, 74b, 74c, 74e, 74f) which is not 
included in waging-war conditions. The 1st game equipment and the 2nd game equipment transmit 
and receive the information which is not included in waging-war conditions among waging-war 
information using means of conmiunications (S29, S43, S63, S71). When judged as waging-war 
condition formation, a versus fighting game activation means displays the information which is not 
included in waging-war conditions among the waging-war information on the game equipment of 
another side on the display means (18) of game equipment (S35, S77), and after it checks whether a 
match is played against a player (S37, S79), it performs a versus fighting game. Therefore, many 
decision ingredients can be offered fi^om that for decision whether he wishes to be pitched against 
each other to a user. 
[0033] 

In claim 8, each game equipment is further equipped with a waging-war multiplier setting means (20 
S7) to set up the waging-war multiplier (76a, 76b) which shows the ratio of the waging-war 
conditions over waging-war information. Waging-war conditions are determined from waging-war 
information and a waging-war multiplier (S143). Therefore, if the waging-war multiplier is set up, 
since waging-war conditions change automatically when waging-war information changes, it is 
convenient. Moreover, since the ratio of waging-war information and waging-war conditions is kept 
constant, the waging-war partner who suited his level can be looked for. 
[0034] 

As for a game system, in claim 9, this game equipment includes means of communications, a versus 
fighting game activation means, a waging-war information setting means, and a waging-war 
conditioning means like claim 1 including the game equipment of two or more pocket molds. 
Moreover, the 1st game equipment is further equipped with the 1st connecting means, and the 2nd 
game equipment is further equipped with the 2nd connecting means. In this game system, the versus 
fighting game activation means of the 1st game equipment Transmit the waging-war information on 
the 1st game equipment concerned using means of communications, and (S61) the waging-war 
information on the 2nd game equipment concemed is received (S69). It checks whether after 
displaying the waging-war information on the 2nd game equipment concemed on the display means 
of the 1st game equipment concemed, a match is played against a player (S77-S79), The versus 
fighting game activation means of the 2nd game equipment Transmit the waging-war information on 
the 2nd game equipment concemed using means of communications, and (S41) the waging-war 
information on the 1st game equipment concemed is received (S27), It checks whether after 
displaying the waging-war information on the 1st game equipment concemed on the display means 
of the 2nd game equipment concemed, a match is played against a player (S35-S37). When both 
players wish to be pitched against each other, means of communications is used and a versus fighting 
game is performed between the 1st game equipment and the 2nd game equipment (SI 23). 
[0035] 

Therefore, the partner and versus fighting game which he wishes easily always can be enjoyed like 
claim 1. Moreover, it can check easily what kind of player a waging-war partner is, and waging war 
with the waging-war partner of whom he expects can be held. Moreover, since the waging-war 
information on other game equipments of communication link within the limits can be seen using 
radio, possibility that the waging-war partner who wishs will be found can be raised. 
[0036] 

In claim 10, game equipment (1 0) is used in the game system containing the game equipment of two 
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or more pocket molds, and includes means of communications, a versus fighting game activation 
means, a waging-war information setting means, and a waging-war conditioning means like the 
game equipment of claim 1 . The connection establishment means (20 S13, S21) of this game 
equipment The 1st coxmection processing which looks for other game equipments which serve as a 
communications partner by carrying out broadcasting transmission of the predetermined data using 
means of communications, and establishes connection among other game equipments (SI 05-Sl 17, 
S165-S1 77), And one [ which receives the predetermined data by which broadcasting transmission is 
carried out from other game equipments using means of communications, and establishes connection 
among other game equipments / at least ) processing of the 2nd connection processing (S93-S103, 
S153-S163, S179-S189) is performed. And (S27, S41, 861, S69), a versus fighting game activation 
means by communicating among other game equipments using means of communications in either 
[ at least ] waging-war information or waging-war conditions It judges whether the waging-war 
information on self fulfills the waging-war conditions of other game equipments, and the waging- 
war information on other game equipments fulfills the waging-war conditions of self (S31-S33, S73- 
S75). When it is judged that waging-war conditions are fulfilled, means of communications is used 
and a versus fighting game is performed among other game equipments (SI 23). Therefore, a versus 
fighting game can be easily enjoyed like claim 1 at any time. 
[0037] 

In claim 11, a connection establishment means is equipped with the function of both the function to 
perform the 1st connection processing, and the function to perform the 2nd connection processing, 
and performs the 1 st connection processing and the 2nd connection processing by turns. Therefore, 
since processing of the side which carries out broadcasting transmission, and processing of the side 
which receives the broadcasting transmission from other game equipments are repeated by tums and 
a certain game equipment is not fixed to an either side, it becomes possible to look for the partner of 
a versus fighting game in the position where each game equipment is fair. 
[0038J 

In claim 12, it has further a period die-length setting means (20 S91, S151) to set up the die length of 
one [ at least ] period of the 1st period or the 2nd period in adjustable, about the 2nd period (Tsc, 
Tscl, Tsc2) for receiving predetermined data in the 1st period (Tsp) for carrying out broadcasting 
transmission of the predetermined data in the 1st connection processing, and the 2nd connection 
processing. Therefore, the fault to which it can avoid that the repeat timing of the 1st connection 
processing and the 2nd connection processing is in agreement among two or more game equipments, 
and it is not made as for the search for a waging-war partner is cancelable. 
[0039] 

In claim 13, it has further a ****** term setting means (20 S91, S151) to set up the ** term of one 
[ at least ] period of the 1st period or the 2nd period in adjustable, about the 2nd period (Tsc, Tscl, 
Tsc2) for receiving predetermined data in the 1st period (Tsp) for carrying out broadcasting 
transmission of the predetermined data in the 1st connection processing, and the 2nd connection 
processing. Therefore, the fault which cannot perform the search for a waging-war partner is 
cancelable like claim 12. 
[0040] 

In claim 14, a versus fighting game can be easily enjoyed like claim 10 at any time. 
[0041] 

[Effect of the Invention] 

Since the partner as whom broadcasting transmission of the predetermined data is carried out, 
connection is established, and waging-war conditions are satisfied by short-distance wireless is 
looked for according to claims 1, 9, 10, and 14, it is not necessary to connect with a network or to 
use a telecommunication cable, and if it is the partner who exists in grasp, a versus fighting game 
with the waging-war partner who wishs easily always can be enjoyed. Moreover, if you go to a 
location in which game equipment is possessed and many men, such as a town, gather when pocket 
mold game equipment is used for example, possibility of meeting the partner who fulfills waging- 
war conditions becomes high, and a versus fighting game with the waging-war partner of whom a 
user expects can be enjoyed. Moreover, when the game equipment side which does not carry out 
broadcasting transmission transmits the information about one [ at least ] transmission of the waging- 
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war information for success-or- failure decision of the 1st [ at least ] waging^war conditions^ and 
waging-war conditions, the burden by the side of the game equipment which carries out broadcasting 
transmission can be mitigated. 
[0042] 

According to claim 2, since waging-war information and waging-war conditions are set up by at least 
one of the number of games, the percentage of victories, the class of character to be used, and the 
attribute value of the character to be used, the partner who wishes to be pitched against each other 
can be specified easily. 
[0043] 

Since according to claim 3 broadcasting transmission of the predetermined data is carried out 
continuously and it looks for a waging-war partner The case which possesses pocket mold game 
equipment even when the partner who fulfills waging-war conditions is not found where it is new, 
and also people moved and it goes into its communication link range. Or he moves, and when it is 
new and also goes into the communication link range of people, possibility that it is judged whether 
waging-war conditions arc fulfilled between communications partners, and a versus fighting game 
can be enjoyed increases. 
[0044] 

' Since it can wait for the partner who fulfills waging-war conditions to appear, carrying out waging 
war with a computer when the partner who fulfills waging-war conditions is not found according to 
claim 4, a user is not bored and can raise the level of skill of a versus fighting game, 
[0045] 

According to claim 5, since waging-war conditions or waging-war information is changed according 
to activation of a versus fighting game, a waging-war partner can be determined reflecting the 
information on the time. 
[0046]. 

In the case of the partner who wants to surely be pitched against each other, since according to claim 
6 a versus fighting game is perfomied as it is when fulfilling the 1 st condition, and a versus fighting 
game is performed after checking to a user, when fulfiUing the 2nd condition, if it appears, a user 
uses the 1st condition and the 2nd condition properly, and it is set as the 1st condition, and even if it 
appears, in the case of the partner who is not necessarily pitched against each other, it can set up at 
the 2nd condition. 
[0047] 

According to claim 7, the information, i.e., the information which is not directly related to waging- 
war conditions, which is not included in waging-war conditions can be shown to a user, and the 
decision ingredient of whether to wish to be pitched against each other can be offered. 
[0048] 

If the waging-war multiplier is set up according to claim 8, it is not necessary to set up waging-war 
conditions. For example, since waging-war conditions change automatically when waging-war 
infomiation changes with advance of a game, it is convenient. Moreover, since the ratio of waging- 
war information and waging-war conditions is kept constant, the waging-war partner who suited his 
level can be looked for. 
[0049] 

According to claim 9, further, it can check easily what kind of player a waging-war partner is using 
the displayed waging-war information, and when it is the waging-war partner of whom he expects, it 
can be pitched against each other. Moreover, since the waging-war information on other game 
equipments of communication link within the limits can be seen using radio, possibility that the 
waging-war partner who wishs will be found can be raised. 
[0050] 

Since processing of the side which carries out broadcasting transmission, and processing of the side 
which receives the broadcasting transmission fi'om other game equipments are repeated by turns 
according to claim 1 1 and a certain game equipment is not 'fixed to an either side, it becomes 
possible to look for the partner of a versus fighting game in the position where each game equipment 
is fair. Moreover, the game system of this invention can be carried out with two or more game 
equipments of the same class. That is, it is not necessary to provide a commercial scene with both 
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game equipment equipped with the function (the 1st connecting means) to perform the 1st 
connection processing, and game equipment equipped with the function (the 2nd connecting means) 
to perform the 2nd connection processing, for the manufacturer of game equipment, and the game 
system of this invention can be carried out by providing a commercial scene with the game 
equipment of one class. Moreover, if one game equipment is purchased also for a user, between 
[ any ] game equipment, a communication link beconies possible and it is convenient 
[0051] 

According to claim 12, since either die length of the 1st period and the 2nd period is made 
adjustable, the fault which whose repeat timing of the 1st connection processing and the 2nd 
connection processing corresponds between two game equipments, and cannot perform the search 
for a waging-war partner is cancelable. 
[0052] 

According to claim 13, since either ** term of the 1st period and the 2nd period is made adjustable, 
the fault which whose repeat timing of the 1st processing and the 2nd processing corresponds 
between two game equipments, and cannot perform the search for a waging-war partner is 
cancelable. 
[0053] 

The above-mentioned purpose of this invention, the other purposes, the description, and an 

advantage will become still clearer from tlie detailed explanation of the following examples given 

with reference to a drawing. 

[0054] 

[Example] 

Pocket mold game equipment 10 as shown in drawing I is used for the radio game system by which 
this invention is applied as an example. Pocket game equipment 10 contains the cartridge 16 
connected to the radio unit 14 and the cartridge connector 40 which were connected to the 
communication link connector 46 of a handheld game machine 12 like Gameboy Advance 
(GAMEBOY ADVANCE: trade name), and its handheld game machine 12, for example in this 
example. That is, pocket game equipment 10 is constituted by a handheld game machine 12, the 
radio unit 14, and the cartridge 16 in this example. 
[0055] 

The handheld game machine 12 shown in drawing 1 includes the boot ROM 24 relevant to a core 
based CPU 22 and it in this processor 20, the LCD controller 26, WRAM (working RAM : it is the 
same as that of a less or equal)28 and VRAM30, and the circumference circuit 32 including a 
processor 20. However, the circumference circuit 32 includes a voice (sound) circuit, a DMA (Direct 
Memory Access) circuit, a timer circuit, an input/output interface (lO), etc. In a status signal and this 
example, an RGB code is given to LCD 18 prepared in the front face of a handheld game machine 12 
from a processor 20, therefore color display of the game image is carried out to it by LCDl 8. And 
from a processor 20, an audio signal is given to the sound circuit 34 and sounds, such as game music 
and a sound effect, are outputted from a loudspeaker 36 by the audio signal. Moreover, it is 
collectively shown by the cross-joint key prepared in the front face of a handheld game machine 12 
on both sides of LCD 18, a start key, a selection key, the A carbon button, and the B carbon button as 
an actuation switch 38, and the actuation signal from this actuation switch 38 is inputted into a 
processor 20. Therefore, a processor 20 performs processing according to the directions of a user 
given through the actuation switch 38, 
[0056] 

A handheld game machine 12 has the cartridge connector 40, and a cartridge 16 is connected or 
inserted in this cartridge connector 40. ROM42 and backup RAM 44 are built in a cartridge 16, and 
the game program and data for the game which should be performed with a handheld game machine 
12 are beforehand set to ROM42 with the game name. Backup RAM 44 is for memorizing data as a 
result of data or a game in the middle of the game (preservation). 
[0057] 

When the power source of a handheld game machine 12 is turned on, a core based CPU 22 performs 
the boot program memorized by the boot ROM 24, and performs starting processing of a handheld 
game machine 12. Then, a core based CPU 22 performs the game program memorized by ROM42 of 



http://www4.ipdl.ncipi.go.jp/cgi-bin/tran_web_cgi_eiie 



16.5.2005 



JP,2005-006766,A [DETAILED DESCRIPTION] Sivu 1 1/25 



a cartridge 1 6, and it performs game processing, memorizing temporary data under activation to 
WRAM28. Moreover, the image data which the image data generated when a core based CPU 22 
performed a game program was memorized by VRAM30, and was memorized by VRAM30 is 
outputted to LCD 1 8 by the LCD controller 26. 
[0058] 

The communication link connector 46 is further formed in a handheld game machine 12, and the 
connector 48 of the radio unit 14 is connected to this communication link connector 46. In addition, 
the handheld game machine 12 used in the example is Gameboy Advance (trade name) as an 
example, and are six pin connectors by which the above-mentioned cartridge connectors 40 are 32 
pin connectors prepared in the top-face back side when using LCDl 8 as a front face (transverse 
plane), and the communication link connector 46 is formed in a top-face near side in that case. 
[0059] 

The radio unit 14 is means of conmiunications which communicates by short-distance wireless, and 
this baseband IC 50 contains ROM52 including baseband IC 50. Protocol software etc. is built in 
ROM52 and baseband IC 50 operates according to these programs. 
[0060] 

EEPROM54 is further formed in the radio unit 14, and a user name is set to this EEPROM54 by the 
proper. In addition, you may make it memorize information, such as a user's age and sex, to 
EEPROM54. Baseband (Base Band) IC 50 sends out the data containing the game data transmitted 
through connectors 46 and 48 from a game machine 12, the user name of EEPROM54, etc. to RF 
(Radio Frequency)-IC56, and RF-IC56 modulates the data and it transmits an electric wave from an 
antenna 58. However, the radio field intensity is set as the value with extent it is very feeble and 
small which a user can use without a licence in Wireless Telegraph Law. Moreover, the power 
circuit 60 is established in this radio unit 14. Typically, this power circuit 60 is a cell and supplies 
DC power supply to each component of the radio unit 14. 
[0061] 

In the radio unit 14, an antenna 58 receives the electric wave transmitted from other pocket game 
equipments, it gets over by RF-IC56, and a recovery signal is inputted into baseband IC 50. 
Therefore, baseband IC 50 decodes a recovery signal, restores data, and transmits the data to a 
handheld game machine 12 28, i.e., WRAM, through connectors 48 and 46. 
[0062] 

In the radio game system of the example according to this invention, a communication link versus 
fighting game is performed using pocket game equipment 10 as shown in two or more sets of 
drawing 1 . The dotted line 64 of drawing 2 shows the grasp of self-opportunity pocket game 
equipment 62. It is the range in which data communication is possible between pocket game 
equipment 62, and it exists in grasp 64, and also pocket game equipment 62 may be connectable to 
machine pocket game equipment 66a with the feeble electric wave with this above-mentioned grasp 
64. Pocket game equipment 62 may communicate with the case where it communicates with other 
pocket game equipments which are equipped with both the function as a main phone, and the 
function as a cordless handset, operate as a main phone, and operate as a cordless handset, and other 
pocket game equipments which operate as a cordless handset and operate as a main phone. In the 
example of drawing 2 , it is located out of the self-opportunity 62 and its grasp 64, and also it 
becomes possible for machine 66b to communicate by moving into mutual grasp. For example, it is 
possible for the self-opportunity 62 to turn into a main phone, and for the other opportunities 66a and 
66b to turn into a cordless handset, and to also hold waging war by three or more persons. 
[0063] 

So, in this game system, processing for searching for a communications partner and establishing 
connection with other opportunities first, is performed. It canies out repeatedly [ multiple-times ] 
and retrieval of a communications partner is continuously carried out until a communications partner 
is found. Therefore, when [ at which pocket mold game equipment 10 (other opportunities) is 
possessed ] it is new, and also people moved and it goes into its communication link range, or when 
a communications partner is not, and he moves and it goes into the communication link range of 
other opportunities, an opportunity can be found out as a communications partner. Thus, in this game 
system, a communication link versus fighting game can be enjoyed also with those who do not know 
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only not only in their friend. 
[0064] 

In addition, in this example, when a waging-war partner is not founds also while the versus fighting 
game with a computer etc. is performed, it is made to carry out retrieval processing of a waging-war 
partner by a timer interrupt etc. for every predetermined time amount. That is, a computer versus 
fighting game and a waging-war phase groping funiculus are processed in paralleL Therefore, since a 
user can wait for an appearance of a waging-war partner, carrying out computer waging war, a user 
can also raise the level of skill of a versus fighting game, while waiting as not bored and. 
[0065] 

Moreover, pocket game equipment 10 searches for a communications partner as unit time amount of 
retrieval of the predetermined time amount Tcycle, as shown in drawing 3 . Predetermined time 
Tcycle is set as the constant value for about 4 seconds. In one Tcycle, the period (main phone search 
period) Tsc which performs processing which searchs a main phone, and the period (cordless 
handset search period) Tsp which performs processing which searchs a cordless handset are 
included. As mentioned above, processing which each game equipment is equipped with both the 
function as a main phone and the function as a cordless handset, serves it as a cordless handset in the 
period of Tsc shown in drawing 3 among Tcycle(s), and searchs a main phone is performed, and 
processing which acts as a main phone in the period of Tsp, and searchs a cordless handset is 
performed. That is, in retrieval connection of a communications partner, processing which searchs a 
main phone, and processing which searchs a cordless handset are performed repeatedly by turns. In 
addition, in one Tsc period, processing which searchs a main phone is performed repeatedly two or 
more times- Moreover, in one Tsp period, processing which searchs a cordless handset is performed 
repeatedly two or more times. Thus, since it seems that a certain pocket game equipment 10 is not 
fixed to a main phone or cordless handset [ either ] side, the partner of a versus fighting game can be 
looked for in the position where each game equipment is fair. 
[0066] 

and drawing 3 shows in this example — as — the die length of the main phone search period Tsc, and 
a cordless handset — the die length of the search period Tsp is set up in adjustable for every retrieval 
unit time amount Tcycle. moreover — since it is prepared in order of Tsc and Tsp in this example a 
cordless handset — it can be said that the ** term of the search period Tsp is set up in adjustable. The 
die length of Tsc is determined at random between 0 - Tcycle, and, specifically, the die length of Tsp 
is set as the value which subtracted Tsc from Tcycle, therefore, betweai two or more pocket game 
equipments 10 — the main phone search period Tsc and a cordless handset — it is avoidable that the 
repeat timing of the search period Tsp continues being in agreement. That is, it can avoid that the 
period as a cordless handset and the period as a main phone synchronize among two or more pocket 
game equipments 10, and can prevent that the fault which cannot perform the search for a 
communications partner occurs. 
[0067] 

as a main phone — functioning — a cordless handset ~ in the period Tsp which searchs, pocket game 
equipment 10 repeats processing in which reception of the connection request from a cordless 
handset to it is tried, after carrying out broadcasting transmission of the predetermined data. In 
addition, he performs broadcasting by vacating spacing for every predetermined time (for example, 
64ms), and is trying to attain power-saving. 

When the connection request from a cordless handset is received, a connection response is 
transmitted to the cordless handset, and connection with the cordless handset is established. 
[0068] 

In the period Tsc which functions as a cordless handset and performs a main phone search on the 
other hand, pocket game equipment 10 repeats processing in which reception of the broadcasting 
data from a main phone is tried. When the broadcasting data from a main phone are received, a 
cordless handset transmits a connection request to the main phone, and judges whether the 
connection response from the main phone to the demand was received after that. And connection 
with the main phone is established by receiving the connection response from a main phone* 
[0069] 

The data (when communicating with other cordless handsets, it becomes data in which a connection 
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impossibility is shown) in which it is shown whether for example, main phone identification code, a 
game name (game identification code), and connection are specifically possible for the data by 
which broadcasting transmission is carried out from a main phone, other data, etc. are included. A 
cordless handset transmits connection-request data to a main phone, when trying connection to this 
main phone, if such broadcasting data are received. Therefore, it gets to know that a main phone 
wants to connect a new cordless handset by receiving such connection-request data. And a main 
phone transmits connection response data, when permitting the connection request of the cordless 
handset. Therefore, the cordless handset which it is newly going to connect gets to know having 
received connection response data and having succeeded in connection with a main phone. 
[0070] 

And it is judged whether you are the waging-war partner of whom the communications partner 
expects. That is, it is judged by comparing each waging-war information and waging- war conditions 
between the main phones and cordless handsets with which connection was established whether you 
are the waging-war partner who wishs mutually. That is, in each of pocket game equipment 10, 
waging-war information and waging-war conditions are set up, and a versus fighting ganie is 
performed between the communications partners in which waging-war conditions are satisfied, 

[0071] ^ ^ 

Waging-war information is the information which shows the workmanship to the game of a player, 
own individual humanity news of a player, information set up in the game. You may also include 
information, such as a class of character specifically chosen as the player character in information, 
such as age of players, such as record against an opponent of the score, the level, and the past in 
which the player carried out the game play, and which it gained, and sex, and a game, and a class of 
item which the player character possesses. Waging-war conditions specify the information of the 
partner who wishes to be pitched against each other. That is, if the waging-war information on own 
and a partner's waging-war conditions agree and own waging-war conditions and a partner's waging- 
war information agree, waging-war conditions will be satisfied. 
[0072] 

Before explaining decision of a waging-war partner, the memory map of WRAM28 is explamed 
here. An example of the memory map of WRAM28 is shown in drawing 4 . WRAM28 contains the 
waging-war information storage field 74 which memorizes waging-war information, the waging-war 
condition data area 72, the waging-war multiplier data area 76, and flag field 78 grade. 
[0073] 

In the waging-war information storage field 74, character class data 74a, specialty data 74b, 
possession item data 74c, etc. are memorized about the player character (player object) which a 
player uses. In addition, you may make it memorize the data of the attribute value (level, 
aggressivity, etc.) of a player character. For example, the attribute value of characters, such as a 
specialty, a possession item, or level, may be the thing of the proper which responded to advance of 
a game, may newly gain or go up, and was beforehand set as the player character. In this field 74, 
percentage-of-victories data 74d about that player or a player character (percentage of victories of 
the past of a versus fighting game), number data of victories 74e, and number data of games 74f are 
memorized further. 

These are updated according to the result after the play of a versus fighting game (computer wagmg 
war is included.). Thus, when the infomiation which changes as waging-war information according 
to activation of a game is set up, it can look for a waging-war partner reflecting the information on 
the time. 

[0074] , 
In the waging-war condition data storage area 72. two, 1st waging-war condition data 72a and 2nd 
waging-war condition data 72b, are memorized in this example. When the partner who fills 1st 
waging-war condition 72a appears and there is waging-war hope firom a partner, waging war is held 
as it is automatically. Moreover, although the 1st waging-war conditions are not fiilfiUed, a player is 
made to check whether it is pitched against each other by once displaying a check screen etc. then in 
the case of the partner who fills 2nd waging-war condition 72b. Thus, if a partner appears, when 
establishing the 1st condition in the case of surely being pitched against each other, and the 2nd 
condition when necessarily not being pitched against each other even if a partner appears, a player 
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can realize waging war which used two conditions properly and met its hope more. 
[0075] 

In this example, the percentage of victories is set as 1st waging-war condition 72a and 2nd waging- 
war condition 72b. For example, the own percentage of victories of a player is 50%, and suppose that 
50% or more of percentages of victories was set up as 1st waging-war condition 72a, and 20% or 
more of percentages of victories was set up as 2nd waging-war condition 72b. In this case, since 2nd 
waging-war condition 72b is filled although the 1st waging-war conditions are not fulfilled when the 
communications partner of 30% of percentages of victories considered to be weaker than themselves 
appears, the check of waging war is performed, and when the communications partner of 55% of 
percentages of victories considered to be strong rather than themselves appears, since 1st waging- 
war condition 72a is filled, waging war is surely started (however, it is required in that there is 
waging-war hope from a partner). Moreover, suppose that 50% or less of percentages of victories 
was set up as 1st waging-war condition 72a, and 70% or less of percentages of victories was set up 
as 2nd waging-war condition 72b. In this case, when the communications partner of 30% of 
percentages of victories considered to be weaker than themselves appears, waging war is surely held 
(however, it is required for there to be waging-war hope from a partner), and when the 
communications partner of 55% of percentages of victories considered to be strong from themselves 
appears, the check of waging war is performed. Thus, it is possible to use the 1st condition and the 
2nd condition properly according to a player, and to look for the waging-war partner of hope 
flexibly. 
[0076] 

However, as waging-war conditions, other information, such as for example, a character class, 
character attribute value (a specialty, a possession item, level, etc.), the number of victories, and the 
number of games, may be set up according to the class of versus fighting game. Moreover, you may 
set it as waging-war conditions combining the plurality of these elements. By setting the information 
and the past waging-war result which are used in such a game as waging-war conditions, the partner 
who desires waging war can be specified easily. Pitching [ to wish against each other ], such as 
waging war with the character of the specialty which follows, for example, is different fi-om itself, 
and waging war with an item possessor with aggressivity or the defense force higher than oneself, 
are realizable. 
[0077] 

In the waging-war multiplier data area 76, the waging-war multiplier which shows the ratio of the 
waging-war conditions over waging-war information is memorized, and two of 2nd waging-war 
multiplier data 76b for 1st waging-war multiplier data 76a for the 1st waging-war conditions and the 
2nd waging-war conditions are memorized in this example. Based on data of 74d of percentages of 
victories, and 1st waging-war multiplier data 76a, 1st waging-war condition data 72a is calculated, 
and, specifically, 2nd waging-war condition data 72b is calculated based on data of 74d of 
percentages of victories, and 2nd waging-war multiplier data 76b. 
[0078] 

In the game system of this example, the manual mode in which waging-war conditions are set up 
with the hand control of a player, and the auto mode set up automatically are formed, and this 
waging-war multiplier is used in order to set up the waging-war conditions in auto mode. In auto 
mode, by carrying out the multiplication of this waging-war multiplier, for example to the waging- 
war information on own (percentage of victories), waging-war conditions are computed 
automatically and set up. It can set up whether a player wants to play a match against the partner 
who is in how much level on the basis of himself with this waging-war multiplier. 
[0079] 

For example, when the own percentage of victories is 50% in the case where 74d of percentages of 
victories is used as waging-war conditions, and 1st waging-war condition 72a is set up to 60% or 
more when a player sets 120% as 1st waging-war multiplier 76a, and 80% is set as 2nd waging-war 
multiplier 76b, 2nd waging-war condition 72b is set up to 40% or more. In addition, when character 
attribute value etc. is set as waging-war conditions, if evaluation is possible, a waging-war multiplier 
will be applied to the numeric value. 
[0080] 
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Thus, if the waging-war multiplier is set up, it is not necessary to set up waging- war conditions 
manually. Since waging-war conditions are also automatically updated in this auto mode, for 
example when waging-war inforaiation changes yjith advance of a game, it is convenient. Moreover, 
since the ratio of waging-war information and waging-war conditions is kept constant, the waging- 
war partner suitable for his level can be looked for. 
[0081] 

Moreover, in the flag field 78, communication link waging-war flag 78a etc. is memorized, the case 
where communication link waging-war flag 78a is set as "0" - every [ for example, ] predetermined 
time (periodic) — or, according to a game situation, retrieval processing of a communication link 
waging-war partner is performed. When the waging-war partner who suits the hope of a player will 
be found and pitched against each other, communication link waging-war flag 78a will be set as "1", 
and versus fighting game processing with a waging-war partner will be performed. 
[0082] 

Retrieval processing of a communication link waging-war partner is performed as follows, namely, - 

- the time of the partner judging whether you are the waging-war partner who suits hope, after 
connection with a communications partner is established ~ for example, — first — a cordless handset 

— a side transmits information (this example percentage of victories) required for the judgment of 
waging-war conditions to a main phone among the waging-war information. Furthermore, you may 
make it transmit other waging-war information, for example, a character class, a specialty, a 
possession item, level, etc. to a main phone. 

[0083] 

It judges whether the waging-war information on a cordless handset and the information on other are 
received, and the waging-war information fills the own 1st waging-war conditions or 2nd waging- 
war conditions with a main phone side. When the waging-war information on a cordless handset 
fulfills the 1st waging-war conditions (i.e., when waging-war conditions are satisfied based on the 
1st waging-war conditions), a waging-war demand is transmitted to a cordless handset as it is. On the 
other hand, when satisfying the 2nd waging-war conditions (i.e., when waging-war conditions are 
satisfied based on the 2nd waging-war conditions), a check screen is displayed on LCD 18 of a main 
phone, and it is made to check whether a match is played against the cordless handset at the player of 
a main phone. 
[0084] 

The message of "The waging-war partner appeared! Whether to be pitched against each other" is 
displayed on a check screen, and you may make it display a waging-war partner's information on it 
further. You may include information, such as the percentage of victories which is the information 
used for the judgment of waging-war conditions among waging-war information as a waging-war 
partner's information, and waging-war information on other, for example, a character class, a 
specialty, a possession item, the number of games. Thus, since the decision ingredient of whether to 
wish to be pitched against each other to a partner player can be further offered when transmitting to 
the other party and also displaying the waging-war information which is not directly used for the 
judgment of waging-war conditions on a check screen, a player can realize waging war with the 
partner corresponding to its more detailed hope. 
[0085] 

And when it is chosen that the player of a main phone operates the actuation key 38, and is not 
pitched against each other, or when the waging-war information on a cordless handset does not fulfill 
own waging-war conditions, while transmitting a demand non-pitched against each other to a 
cordless handset, the conrmiunication link with the cordless handset is cut. On the other hand, when 
being pitched against each other is chosen, a waging-war demand is transmitted to a cordless 
handset. 
[0086] 

After transmitting a waging-war demand, a main phone transmits the waging-war information on 
own to a cordless handset. The information on others which furthermore are not directly used for the 
judgment of waging-war conditions (a character class, a specialty, a possession item, level, etc.) may 
also be transmitted. 
[0087] 
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a cordless handset — in a side, it is judged whether the waging-war demand or the demand non- 
pitched against each other was received from the main phone. When a demand non-pitched against 
each other is received, since waging war is not held, a communication link is cut. On the other hand, 
when a waging- war demand is received, it judges whether the waging- war information on a main 
phone is received, and the waging-war information fulfills the own 1 st waging-war conditions or 2nd 
waging-war conditions. When fulfilling the 2nd waging-war conditions, it is made to check, although 
a waging-war response is transmitted to a main phone as it is when the waging-war information on a 
main phone fulfills the 1 st waging-war conditions whether a check screen is displayed on LCDl 8 of 
a cordless handset, and a match is played against the main phone at the player of a cordless handset. 
While displaying the message which checks waging war, you may make it express waging-war 
partner information as this check screen as well as a main phone further. 
[0088] 

And when it is chosen that the player of a cordless handset operates the actuation key 38, and is not 
pitched against each other, or when the waging-war information on a main phone does not fulfill 
own waging-war conditions, while transmitting a response non-pitched against each other to a main 
phone, the communication link with the main phone is cut. On the other hand, when being pitched 
against each other is chosen, a waging-war response is transmitted to a main phone. 
[0089] 

After transmitting a waging-war response, in a cordless handset, "1 " is set as communication link 
waging-war flag 78a. Therefore, a communication link versus fighting game will be performed 
between main phones. 
[0090] 

In a main phone side, it is judged whether the waging-war response or the response non-pitched 
against each other was received from the cordless handset. Since waging war is not held when there 
is a response non-pitched against each other, the communication link with the cordless handset is 
cut. On the other hand, when there is a waging-war response, in a main phone, "1" will be set as 
communication link waging-war flag 78a, and a communication link versus fighting game will be 
performed between cordless handsets. 
[0091] 

Thus, waging-war information is transmitted from one pocket game equipment 10 side, and it judges 
that own waging-war conditions and the received waging-war information agree in the other side, 
and since it judges that transmit waging-war information from the other side after that, and own 
waging-war conditions and the received waging-war information agree in one side in agreeing, a 
useless communication link can be reduced. 
[0092] 

In addition, you may make it stop power consumption by erasing without displaying a screen on a 
display 18 until it starts the time of displaying a check screen etc., and waging war while looking for 
the communication link waging-war partner. 
[0093] 

Below, actuation of each pocket game equipment 10 in this game system is explained from drawing 
5 with reference to the flow Fig. shown in drawing 10 . In addition, if the power source which pocket 
game equipment 10 does not illustrate is turned on, according to the program of operation set up in 
boot (Boot) ROM 24, a processor 20 (core based CPU 22) will perform game processing according 
to the game program of ROM42 of a cartridge 16, when it is judged that it detects and there is a 
cartridge based on the signal from a connector 40 ( drawin gJ. ) whether it is equipped with the 
cartridge 16. 
[0094] 

An example of the Maine flow of this game actuation is shown in drawing 5 . At step SI of the 
beginning of drawing 5 , a processor 20 acquires the control input signal of selection in the manual 
mode by actuation of the actuation key 38 of a player, or auto mode. Next, at step S3, a processor 20 
judges whether manual mode was chosen, if it is "YES", will be step S5 and will set 1st waging-war 
condition 72a and 2nd waging-war condition 72b as the waging-war condition data area 72 based on 
the control input signal from the actuation key 38 by actuation of a player. When auto mode is 
chosen when it was "NO" at step S3 that is, a processor 20 sets 1st waging-war multiplier 76a and 
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2nd waging-war multiplier 76b as the waging-war multiplier data area 76 at step S7 based on the 
control input signal from the actuation key 38 by actuation of a player. In addition, when a game is 
started first, what is necessary is just made to perform processing of steps S1-S7 if needed after that. 
That is, when data, such as a selection flag in the manual mode set up once or auto mode, and the 1st 
waging-war conditions, the 2nd waging-war conditions, the 1st wagihg-war multiplier, the 2nd 
waging-war multiplier, are memorized to backup RAM 44 and pocket game equipment 10 is started 
next time, you may make it use the data memorized by the backup RAM 44, reading. 
[0095] 

By continuing step 89, a processor 20 processes initial setting of various variables, namely, 74d of 
percentages of victories of the waging-war information storage field 74, number of victories 74e, and 
the number of games ~ while initializing 74 etc.f etc. — communication link waging-war flag 78a of 
the flag field 78, the main phone connection flag mentioned later, and a cordless handset — a 
connection flag is set as 0. Moreover, initial setting, such as class 74a of the character which a player 
uses, specialty 74b, and possession item 74c, is also performed. 
[0096] 

In addition, when the data set up before are saved at the backup RAM 44 of a cartridge 16, data, such 
as the percentage of victories when using the class of the player character, a specialty, a possession 
item, level, and its player character, the number of victories, and the number of games, are loaded to 
each predetermined field of WRAM28 from backup RAM 44. 
[0097] 

And at step Sll, a processor 20 judges whether communication link waging-war flag 78a is set as 
"0", if it is "YES", it will be step SI 3, will start waging-war partner search (retrieval) processing, and 
will progress to step SI 5. In addition, waging-war partner search processing of step S13 is shown in 
a detail firom drawing 6 at drawing 9 . On the other hand, when communication link waging-war flag 
78a is set as "1" if it is "NO" at step Sll that is, game processing is performed at step S 15 as it is. 
Game processing of step SI 5 is shown in a detail at drawing 10 . Repeat processing of the processing 
of the step SI 1-step S15 is carried out until it is judged as game termination. 
[0098] 

In addition, although this drawing 5 has shown the processing for looking for the waging-war partner 
of step Sll and step SI 3, and game processing of step S15 serial-wise or in sequential for 
convenience, these are processed in juxtaposition in practice. That is, for example, by activation of 
game processing of step SI 5, even when the computer versus fighting game for one persons is 
performed, according to the situation of a game, decision of step SI 1 is periodically processed by 
predetermined time Tcycle by the timer interrupt, for example, and if it is "YES", it will be 
collectively performed by waging-war partner search processing of step S13. 
[0099] 

An example of actuation of waging-war partner search processing is shown in drawing 6 . At step 21 
of the beginning of drying A » a processor 20 performs conrununications-partner retrieval connection 
processing. The detail of processing of this step S21 is shown in drawing 9 . 
[0100] 

At step S91 of the beginning of drawing 9 , within the limits of the retrieval unit time amount 
Tcycle, a processor 20 is random and determines fi-om 0 the period Tsc which acts as a cordless 
handset and searchs a main phone (refer to drawing 3 ). Moreover, the period Tsp which acts as a 
main phone and searchs a cordless handset is also determined. 
[0101] 

Next, at step S93, a processor 20 starts the search of a main phone and starts the count of the main 
phone search time. And a processor 20 judges whether the broadcasting data in which connection 
**** of a main phone is shown were received at step S95. That is, it tries to receive the broadcasting 
data from a main phone by the radio unit 14. And when it succeeds in reception, the broadcasting 
data is memorized to WRAM28, and it judges whether it is shown that the data in which connection 
propriety is shown among the data can connect. In addition, of course, check processing of being 
data with which the game identification code as the game name (game identification code) of the 
cartridge 16 with which this handheld game machine 12 was equipped with the same data in which a 
game name is shown among the received broadcasting data was set up is carried out. 
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When cpnnectable broadcasting data are not able to be received when it was "NO" at step S95 that is, 
as for a processor 20, that the main phone search time was determined at step S91 judges whether 
carried out Tsc second progress at continuing step S97. If it is "NO" at step S97 (i.e., if it is still 
within the main phone search period Tsc), that retrieval of a main phone should be continued, it will 
return to step S95 and reception of connectable broadcasting data will be tried. 

On the other hand, when broadcasting data connectable within the main phone search period Tsc are 
received when it was "YES" at step S95 that is, a processor 20 is continuing step S99, and transmits 
a connection request to a main phone through the radio unit 14. the cordless handset of the game 
equipment 10 which carries out a connection request with connection-request data in case a 
connection request is transmitted ~ identification code is transmitted to a main phone. 

And a'processor 20 judges whether the connection response fcom the main phone in which the 
connection authorization to a previous connection request is shown at step SI 01 was received. If it is 
"NO" at this step SI 01, it will return to step S99 and the attempt of transmission of the connection 
request to a main phone and the reception of a connection response to it will be repeated. In addition, 
although not shown in drawing 9 . even if it performs transmission of predetermined time or the 
count connection request of predetermined, when a connection response is not able to be received, 
this communications-partner retrieval connection processing is ended as having no connection. 

thi cordless handset in which a processor 20 is continuing step SI 03, and having succeeded in the 
connection as a cordless handset is shown on the other hand when the connection response from a 
main phone is received when it was "YES" at step SlOl that is, -- a connection flag is set to "1". it is 
set as the predetermined field of WRAM28, this communications-partner retrieval connection 
processing is ended, and a return is carried out to waging-war partner search processing of drawing 
6. 

on^S other hand, the step S105 which a processor 20 ends the search of a main phone and continues 
when connectable broadcasting data are not able to be received even if the main phone search time 
carries out Tsc second progress when it was "YES" at step S97 that is. - the search of a cordless 
handset ~ starting - a cordless handset - the count of the search time is started. 

Then^at step S 1 07, a processor 20 carries out broadcasting transmission of the data in which 
connection **** is shown. Connectable broadcasting data contain the main phone identification code 
of this game equipment 10, a game name, the data in which it is shown whether connection is 
possible as mentioned above, for example. 

[01081 . , 

And a processor 20 judges whether the connection request from a new cordless handset was received 
at step S 109 step SI 13 which a processor 20 will stand by for example, for 64ms at step SI 1 1, and 
will continue if it is "NO" at this step S109 -- a cordless handset - it judges whether the search time 
carried out Tsp second progress. 

if Uis^"NO" at step SI 13 ~ that is, ~ yet - a cordless handset - if it is within the search period Tsp, 
that retrieval of a cordless handset should be continued, it will return to step SI 07 and the attempt of 
broadcasting transmission of connectable data and reception of the connection request to it will be 
repeated. In addition, by processing of step Sill, broadcasting transmission can be performed by the 
ability separating spacing of 64ms, and power-saving can be attained. 
[0110] „ , . 

if it is "YES" at step S109 on the other hand ~ that is, a cordless handset ~ when a connection 
request is received within the search period Tsp, a processor 20 is step SI 15 and transmits a 
connection response to a cordless handset that a connection request should be permitted. In case a 
connection response is transmitted, the identification code of the cordless handset which permits 
connection with connection response data is transmitted. 
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[0111] 

And at step SI 17, a processor 20 sets to "1" the main phone connection flag which shows that it 
succeeded in the connection as a main phone, and it is set as the predetermined field of WRAM28, 
ends this communications-partner search connection processing, and it carries out a return to the 
flow of drawing 6 . In addition, after succeeding in connection as a main phone, "connection is 
impossible" is set up, and the data in which it is shown whether connection is possible among the 
data by which broadcasting transmission is carried out are set up so that other cordless handsets 
cannot transmit a connection request to the main phone. 
[0112] 

on the other hand - if it is "YES" at step SI 13 - that is, a cordless handset - the case where the 
connection request from a cordless handset is unreceivable even if the search time carried out Tsp 
second progress ~ a cordless handset — a search is ended. In this case, since a communications 
partner was not found, the flag or variable which shows those without connection, for example is set 
up, this communications-partner search connection processing is ended, and a return is carried out to 
the flow of drpwLngjS - 
[0113] 

Returning to drawing 6 , a processor 20 is continuing step S23 and step S25, and judges whether a 
self-opportunity is a main phone or it is a cordless handset, concrete — a main phone connection flag 
and a cordless handset — a judgment is made with reference to a cormection flag. When a self- 
opportunity is a main phone, processing to steps S27-S45 and steps S47-S53 of drawing 7 is 
performed. On the other hand, when a self-opportunity is a cordless handset, processing to steps 861- 
S87 of drawing_8 is performed. In addition, by communications-partner retrieval connection 
processing of step S21, without finding a communications partner, when you have no cormection, it 
is judged as "NO" at step S25, this waging-war phase groping funiculus processing is ended, and a 
return is carried out to the flow of drawing 5 . 
[0114] 

If it is "YES" at step S23 that is, when the main phone connection flag is set as "1", a processor 20 
will be continuing step S27, and will receive the waging-war information (this example percentage 
of victories) fi-om the cordless handset which is a communications partner through the radio unit 14. 
the case where communication link connection is established by processing of step S21 — first — a 
cordless handset — waging-war information etc. is transmitted from a side. Moreover, the 
information on others, such as for example, a character class which is the waging-war information 
which is not directly used for the judgment of the waging-war conditions of a communications 
partner, a specialty, and a possession item, is also received at step S29. 
[0115] 

Then, a processor 20 judges whether the waging-war information on a communications partner 
fulfills the own 1st waging-war conditions, or the 2nd waging-war conditions are fulfilled at step S31 
and step S33. 

[0116] V... 
When the waging-war information on a communications partner and own 1 st wagmg-war condition 
72a will agree if it is "YES" at step S31 that is, it progresses to step S39 as it is in order to make 
waging war start automatically. 
[0117] 

On the other hand, when the waging-war information on a communications partner and own 2nd 
wagihg-war condition 72b will agree if it is "YES" at step S3 3 that is, a processor 20 displays on 
LCD 18 the check screen which contains a waging-war acknowledgement message, waging-war 
partner data, etc. in order to make a player check waging war at step S35. a check screen — the 
message of "The waging-war partner appeared! whether to be pitched against each other" — as 
waging-war partner information ~ the percentage of victories - in addition - for example, waging- 
war information, such as a character class, a specialty, a possession item, and the number of games, 
is displayed, appearing [ as for the player / the waging-war partner candidate ]-with this check screen 
**** - things are made. Moreover, it becomes easy to judge whether a match is played against the 
partner using waging-war partner information. 
[0118] 
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In addition, what is necessary is making it just display the above waging-war acknowledgement 
messages etc. on the game screen, when the computer versus fighting game for one persons is 
performed by the player. 
[0119] 

And a processor 20 acquiring the control input signal from the actuation key 38, and playing a match 
against the communications partner at step S37, judges whether it was chosen or not. If it is "YES" at 
this step S37, it will progress to step S39. 
[0120] 

At step S39, a processor 20 transmits a waging-war demand to a communications partner. And at 
step S41, a processor 20 transmits the waging-war information on own (percentage of victories) to a 
communications partner, and is step S43 and transmits the information on others, such as waging- 
war information other than the percentage of victories, for example, character class 74a, specialty 
74b, and possession item 74c, to a communications partner. And it progresses to step S47 of drawing 
7. 

[0121] 

On the other hand, when it is "NO" at step S33, that is, the waging-war information on a 
communications partner and own waging-war conditions do not agree, or when it is "NO" at step 
S37, that is, waging war is refused by the player, at continuing step S45, a processor 20 transmits a 
demand non-pitched against each other to a communications partner, and progresses to step S53 of 
drawing 7 . 
[0122] 

A processor 20 judges whether the waging-war response was received from the commimications 
partner, or the response non-pitched against each other was received at step S47 and step S49 of 
drawing 7 after the data transmission in S43, a waging-war response — a cordless handset — by ttie 
side, when the waging-war information on a main phone and the 1st waging-war conditions of a 
cordless handset agree, or when the waging-war information on a main phone and the 2nd waging- 
war conditions of a cordless handset agree and waging war is chosen by the player of a cordless 
handset, it is transmitted, a response non-pitched against each other ~ a cordless handset — by the 
side, when the waging-war information on a main phone and the waging-war conditions of a cordless 
handset do not agree, or when [ although the waging-war information on a main phone and the 2nd 
waging-war conditions of a cordless handset agreed, ] waging war is refused by the player of a 
cordless handset, it is transmitted. 
[0123] 

Since waging-war conditions were satisfied between the self-opportunity and the cordless handset 
when it was "YES" at step S47, a processor 20 is continuing step S51, and it sets "1 " as 
communication link waging-war flag 78a, ends this waging-war phase groping funiculus processing, 
and it carries out a return to the flow of drawing 5 . 
[0124] 

On the other hand, since waging-war conditions were not satisfied or waging war was refused when 

it was "YES" at step 349, it progresses to step S53. 

[0125] 

At step S53, since not holding communication link waging war was decided, a processor 20 
processes communicative cutting, ends this waging-war phase groping funiculus processing, and it 
carries out a return to the flow of drawing 5 . in addition ~ the case where cutting processing of not 
only step S53 but a conrmiunication link is carried out — a main phone connection flag or a cordless 
handset — a cotinection flag is set as 0. 
[0126] 

moreover — if it is "YES" at step S25 of d raw ing 6 - that is, a cordless handset — when the 
connection flag is set as "1", a processor 20 transmits 74d (percentage of victories) of waging-war 
information on own through the radio unit 14 at step S61 of the beginning of drawing 8 to the main 
phone which is a communications partner. Then, the information on others, such as waging-war 
information other than the percentage of victories, for example, character class 74a, specialty 74b, 
and possession item 74c, is transmitted at step S63- 
[0127] 
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It judges whether the waging-war demand was received from the main phone, or the demand non- 
pitched against each other was received at step S65 and step S67 after the data transmission in step 
S63. By the main phone side, a waging-war demand is transmitted, when the 1st waging-war 
conditions of a main phone and the waging-war inforaiation on a cordless handset agree, or when the 
2nd waging-war conditions of a main phone and the waging-war information on a cordless handset 
agree and waging war is chosen by the player of a main phone. By the main phone side, a demand 
non-pitched against each other is transmitted, when the waging-war conditions of a main phone and 
the waging-war information on a cordless handset do not agree, or when [ although the 2nd waging- 
war conditions of a main phone and the waging-war information on a cordless handset agreed, ] 
waging war is not chosen by the player of a main phone. 
[0128] 

If it is "YES" at step S65, a processor 20 will receive the waging-war information on a 
communications partner (percentage of victories) through the radio unit 14 at continuing step S69, 
and will receive tiie information on others, such as waging-war information other than the percentage 
of victories, for example, a character class, a specialty, and a possession item, at step S71. 
[0129] 

And a processor 20 judges whether the waging-war information on a communications partner fulfills 
the own 1 st waging-war conditions, or the 2nd waging-war conditions are fulfilled at continuing step 
S73 and step S75. 
[0130] 

When the waging-war information on a communications partner and own 1st waging-war condition 

72a will agree if it is "YES" at step S73 that is, it progresses to step S81 as it is. 

[0131] 

On the other hand, when the waging-war information on a communications partner and own 2nd 
waging-war condition 72b will agree if it is "YES" at step S75 that is, a processor 20 displays the 
check screen containing the message and waging-war partner data of "The waging-war partner 
appeared! Whether to be pitched against each other" etc. on LCD 18 at continuing step S77. A 
waging-war partner's information contains the percentage of victories, a character class, a specialty, a 
possession item, the number of games, etc. It is easy to judge whether by this, a player can check an 
appearance of the waging-war partner candidate who fulfills the 2nd waging-war conditions, and 
plays a match against the partner. 
[0132] 

And a processor 20 acquiring the control input signal from the actuation key 38, and playing a match 
against the communications partner at step S79, judges whether it was chosen or not. If it is "YES" at 
this step S79, it will progress to step S81 . 
[0133] 

At step S81, since waging-war conditions were satisfied between the self-opportunity and the main 
phone, a processor 20 transmits a waging-war response to a communications partner. And at step 
S83, a processor 20 sets "1" as communication link waging-war flag 78a, ends this waging-war 
phase groping funiculus processing, and it carries out a return to the flow of drawing 5 . 
[0134] 

On the other hand, when it is "NO" at step S75, that is, the waging-war information on a 
communications partner and own waging-war conditions do not agree, or when it is "NO" at step 
S79, that is, waging war is refused by the player, a processor 20 transmits a response non-pitched 
against each other to a communications partner at step S85. And since not holding communication 
link waging war was decided, at step S87, a processor 20 processes communicative cutting, ends this 
waging-war phase groping funiculus processing, and it carries out a return to the flow of drawing 5 . 
[0135] 

Actuation of game processing of step SI 5 of drawing 5 is shown in drawing 10 . At step S121 of the 
beginning of drawing 10 , a processor 20 judges whether "1" is set as communication link waging- 
war flag 78a. 
[0136] 

If it is "YES" at step SI 21, a processor 20 will perform a versus fighting game with a 
communications partner at step SI 23. At this step SI 23, while the required game data of a main 
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phone are transmitted to a cordless handset from a main phone using the radio unit 14, the required 
game data of a cordless handset are transmitted to a main phone from a cordless handset, and a 
communication link versus fighting game advances. After waging war with a communications 
partner is completed, a processor 20 processes communicative cutting at step S125, and sets 
communication link waging-war flag 78a as "0" at continuing step SI 27. After ending processing of 
step SI 27, it progresses to step SI 33. 
[0137] 

On the other hand, when communication link waging-war flag 78a is set as "0" if it is "NO" at step 
S 1 2 1 that is, a processor 20 is continuing step S 1 29, and judges whether it is local battle initiation. 
That is, it judges whether the versus fighting game with llie computer which is a game for one 
persons was chosen by actuation of the actuation key 38 of a player. 
[0138] 

If it is "YES" at step SI 29, a processor 20 will perform a versus fighting game with a computer at 
continuing step S131. After a computer versus fighting game is completed, it progresses to step 
SI 33. In addition, when a local battle is not chosen when it was "NO" at step SI 29 that is, it 
progresses to step SI 41. 
[0139] 

After termination of a communication link versus fighting game or a computer versus fighting game, 
at step S133, a processor 20 adds "1" to the value of 74f of game numbers, and updates number data 
of games 74f. And a processor 20 judges whether the game was defeated at step SI35, it is 
continuing step S137, and in "YES", it adds "1" to the value of number of victories 74e, wins, and 
updates number data 74e to it. 
[0140] 

Then, at step SI 39, by dividing the number of victories by the number of games, a processor 20 
computes the percentage of victories and updates percentage-of-victories data 74d. Thus, 74d of 
percentages of victories which are the waging-war information used for the judgment of waging-war 
conditions is updated according to activation or game advance of a game. 
[0141] 

And at step S141, by processing of the above-mentioned step S 1, a processor 20 judges whether it is 
set as auto mode, in "YES", is continuing step SI43 and updates waging-war conditions based on the 
waging-war information (percentage of victories) and the waging-war multiplier which were 
updated. Specifically, 1st waging-war condition 72a is set up beyond the value which multiplied by 
it and obtained 1st waging-war multiplier 76a to 74d (percentage of victories) of updated waging- 
war infomiation. Moreover, 2nd waging-war condition 72b is set up beyond the value which 
multiplied by it and obtained 2nd waging-war multiplier 76b to 74d (percentage of victories) of 
updated waging-war information. 
[0142] 

On the other hand, after ending the case in manual mode, or step SI 43 if it is "NO" at step S141 that 

is, this game processing is ended and a return is carried out to the flow of drawing 5 . 

[0143] 

In addition, even when computer versus fighting game processing of step S 131 is being performed, 
decision of step SI 1 of drawing 5 is processed in juxtaposition as mentioned above, and waging-war 
partner search processing of step S13 is performed. And when waging-war conditions are satisfied, 
communication link waging-war flag 78a is set as "1." Therefore, also in processing of step SI 31, 
when decision of step S121 is processed and communication link waging-war flag 78a is set as "1" 
by the timer interrupt etc., this computer versus fighting game processing is ended, and it is made to 
perform waging-war processing with the communications partner of step SI 23. Or when a waging- 
war partner is found during computer waging war in this way, the screen as which it is made to 
choose it whether it shifts to a commimication link versus fighting game is displayed, and you may 
make it make a player check. Moreover, only when it makes it choose it as a player beforehand 
whether a waging-war partner search is performed on the reverse side and activation of the flesh-side 
search is chosen in it during computer waging war, it may be made to perform processing of step 
SI 1 of drawing 5 , and step S13 with computer versus fighting game processing in juxtaposition. 
[0144] 
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Since according to this example the partner as whom waging-war conditions are satisfied is looked 
for after carrying out broadcasting transmission of the predetermined information and establishing 
connection by short-distance wireless, it is not necessary to comiect with a network or to use a 
telecommunication cable, and if it is the partner who exists in grasp, a versus fighting game can be 
enjoyed easily at any time. Moreover, since pocket mold game equipment 10 is used, if you go to a 
location in which game equipment 10 is possessed and many men, such as a town, gather, for 
example, possibility of meeting the partner who fulfills waging-war conditions becomes high, and a 
versus fighting game with the waging-war partner of whom a player expects can be enjoyed. 
[0145] 

Moreover, when it is made for the game equipment side which does not carry out broadcasting 
transmission to transmit about the transmission for success-or-failure decision of the 1st [ at least ] 
waging-war conditions, the burden by the side of the game equipment which carries out broadcasting 
transmission can be mitigated. 
[0146] 

In addition, in case it searched for a conununications partner, he was trying to prevent that both 
periods are in agreement among two or more pocket game equipments 10, and the search for a 
communications partner serves as impossible in the above-mentioned example, by being random and 
determining the die length of the period Tsp which searchs the period Tsc which searchs a main 
phone, or a cordless handset, as shown in drawing 3 . however, the main phone search period Tsc 
and a cordless handset — the setting approach of the search period Tsp is not restricted to an above- 
mentioned thing, but may be changed suitably, for example, the modification shown in drawing 1 1 - 
like - a cordless handset - the die length of the search period Tsp may be set up with a fixed value, 
and you may set up so that the ♦* term (arrangement) of Tsp in the unit time amount Tcycle of 
retrieval may become in adjustable, thereby ~ a cordless handset ~ the die length of the 2nd main 
phone search period Tsc2 established after the 1st main phone search period Tscl and Tsp 
established before the search period Tsp is set up in adjustable 0 - (Tcycle-Tsp) in between, also in 
this case, between two or more pocket game equipments 10 — a main phone search period and a 
cordless handset — it can prevent that the repeat timing of a search period is in agreement, and the 
search for a communications partner lapses into impossible. 
[0147] 

Actuation of communications-partner retrieval connection processing of this modification is 
specifically shown in the flow Fig. of drawing 12 and drawing 13 . Processing shown in d rawing 12 
and drawing 13 is performed in step S21 of above-mentioned drawing 6 R> 6 instead of processing 
of above-mentioned drawing 9 . At step S151 of the beginning of drawin g 12 , within the limits of 
(the retrieval unit time amount Tcycle-stator machine search period Tsp), a processor 20 is random 
and determines the die length of the 1st main phone search period Tscl from 0 (refer to drawing 1 1 ). 
Moreover, the die length of the second-bom child machine search period Tsc2 is set as the value 
which subtracted Tsp and Tscl firom Tcycle. In addition, the die length of the main phone search 
period Tsp is beforehand set as the fixed value. 
[0148] 

then, the cordless handset of the 1st main phone search processing (steps S153-S163) of Tsc 1 hour 
and Tsp time amount - search processing (steps S165-SI77) and 2nd main phone search processing 
(steps S179-S189) of Tsc 2 hours are performed. 
[0149] 

In addition, since processing of steps S153-S163 of drawing 12 is the same as processing of step S93 
of drawing 9 - step S103 except for processing of step S157, explanation here is omitted. At step 
SI 57, the processor 20 judges whether the 1st main phone search time passed for Tsc 1 second. 
Moreover, since processing of steps S165-S177 of drawing. 12 is the same as processing of steps 
S105-S1 17 of drawing 9 , explanation here is omitted. Moreover, since processing of steps S179- 
S189 of drawing 13 R> 3 is the same as processing of steps S93-S103 of drawing 9 except for 
processing of step S183, explanation here is omitted. At step S183, the processor 20 judges whether 
the 2nd main phone search time passed for Tsc 2 seconds. 
[0150] 

in order [ moreover, ] to judge formation of waging-war conditions in each above-mentioned 
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example — first — a cordless handset — it judges whether the waging-war information on a cordless 
handset and the waging-war conditions (the 1st waging-war conditions and the 2nd waging-war 
conditions) of a main phone which were received by the main phone side agree, and when agreeing, 
the waging-war information on a main phone is made transmit the waging-war information from a 
side, and to answer a letter however — other examples — first ~ a main phone side to the waging-war 
information — transmitting — a cordless handset — you may make it make it judge whether the 
waging-war information on a main phone and the waging-war conditions of a cordless handset which 
were received by the side agree In this case, a main phone includes waging-war information in 
broadcasting data, and you may make it transmit it. And with reference to the waging-war 
information on the main phone contained in the broadcasting data, the cordless handset which 
received broadcasting data should be made to carry out a connection request to the main phone, only 
when the waging-war information fulfills own waging-war conditions. 
[0151] 

Furthermore, in ordCT to judge formation of waging-war conditions in each above-mentioned 
example, the waging-war information is transmitted from one side, and it judges whether the 
waging-war information on the one side which received at the other side, and the waging-war 
conditions of the other side agree, and when agreeing, he is trying to judge whether the waging-war 
information on the other side which answered a letter and received the waging-war information on 
the other side at one side, and the waging-war conditions of one side agree. However, in other 
examples, the waging-war condition is first transmitted fi-om one side, and it judges whether the 
waging-war conditions of the one side which received at the other side, and the waging-war 
information on the other side agree, and when agreeing, you may make it judge whether the waging- 
war conditions of the other side which answered a letter and received the waging-war conditions of 
the other side by one side, and the waging-war information on one side agree. Also in this case, since 
the waging-war conditions of another side are transmitted after judging that one waging-war 
conditions and the waging-war information on another side agree, a useless communication link can 
be reduced. 
[0152] 

Moreover, in each above-mentioned example, from one side, only waging-war information is shared 
in great numbers, and is made to make a judgment of formation of waging-war conditions by 
transmitting only waging-war conditions to the other side. However, depending on the case, both 
waging-war information and waging-war conditions are transmitted to ttie other side from one side, 
and it may be made to make a judgment of formation of waging-war conditions only by the other 
side. 

[Brief Description of the Drawings] 

[Drawing 1] It is the block diagram showing an example of the pocket game equipment used for the 
radio game system of one example of this invention. 

[Drawing 2] It is an illustration Fig. for explaining the outline of the game system using the pocket 
game equipment of the drawing 1 example. 

[Drawing 3] the main phone search period Tsc set up in the communications-partner retrieval 
connection processing in the pocket game equipment of the drawingj. example, and a cordless 
handset — it is the illustration Fig. showing the situation of the search period Tsp. 
[Drawing 4] It is the illustration Fig. showing an example of the memory map of WRAM of the 
pocket game equipment of the drawing 1 example. 

[Drawing 5] It is the flow Fig. showing an example of actuation of the pocket game equipment of the 
drawing 1 example. 

[Drawing 6] It is the flow Fig. showing some examples of actuation of the waging-war phase 
groping fijniculus processing in drawing^ . 

[Drawing 7] It is the flow Fig. showing a part of continuation of drawing 6 . 
[Drawing 8] It is the flow Fig. showing a part of other continuations of drawing 6 . 
[Drawing 9] It is the flow Fig. showing an example of actuation of the communications-partner 
retrieval connection processing in drawing 6 . 

[Drawing 10] It is the flow Fig. showing an example of actuation of the game processing in drawing 
5.. 
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[Drawing II] the main phone search periods Tscl and Tsc2 set up in the modification of the 
communications-partner retrieval connection processing in the pocket game equipment of the 
drawing 1 example, and a cordless handset — it is the illustration Fig. showing the situation of the 
search period Tsp. 

[Dl^wing„12] It is the flow Fig. showing a part of actuation of the modification of the 

communications-partner retrieval connection processing in drawing 6 . 

[Drawing 13] It is the flow Fig. showing a continuation of drawing 12 . 

[Description of Notations] 

10 — Pocket Game Equipment 

12 — Handheld Game Machine 

14 -Radio Unit 

16 — Cartridge 

18 -LCD 

20 — Processor 

22 - Core Based CPU 

24 "Boot ROM 

28 - WRAM 

38 - Actuation Key 

42 ROM 
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CLAIMS 



[Claim(s)l 
[Claim 1] 

It is a game system containing the game equipment of two or more pocket molds. 
Each of said game equipment. 

Means of communications for communicating by said other game equipment and short-distance 

wireless, ... 
A versus fighting game activation means to perform a versus fighting game by commumcatmg usmg 
said other game equipment and said means of communications, 

a waging-war information setting means to set up the waging-war information which is the self 
information about said versus fighting game - and 

It has a waging-war conditioning means to set up the waging-war conditions which are conditions of 
the waging-war partner of said versus fighting game, 

At least one 1st game equipment in said game equipment is further equipped with the 1st connecting 
means which looks for said game equipment of the others used as a commxmications partner, and 
establishes connection between game equipment besides the above by carrying out broadcasting 
transmission of the predetermined data using said means of communications. 
At least one 2nd game equipment in said game equipment is further equipped with the 2nd 
connecting means which receives said predetermined data by which broadcasting transmission is 
carried out from said other game equipments using said means of communications, and establishes 
connection between game equipment besides the above. 

Said versus fighting game activation means of said 1st game equipment, and said versus fighting 
game activation means of said 2nd game equipment By communicating between the 1st game 
equipment and the 2nd game equipment concerned concerned using said means of communications 
in either [ at least ] said waging-war information or said waging-war conditions Said waging-war 
information on the 1st game equipment concerned fulfills said waging-war conditions of the 2nd 
game equipment concerned. And the game system which uses said means of communications and 
performs a versus fighting game between the 1st game equipment and the 2nd game equipment 
concerned concerned when it judges whether said waging-war information on the 2nd game 
equipment concerned fiilfiUs said waging-war conditions of the 1st game equipment concerned and it 
is judged that waging-war conditions are fulfilled. 

[Claim 2] . . 

Said waging-war information and said waging-war conditions are a game system contammg at least 
one of the number of games, the percentage of victories, the class of character to be used, and the 
attribute value of the character to be used according to claim 1. 

[Claim 3] . 
Said 1st connecting means is a game system according to claim 1 which carries out broadcasting 
transmission of said predetermined data continuously using sdd means of communications. 
[Claim 4] 

Said versus fighting game activation means can perform ahematively the 2nd versus fighting game 
to pitch the 1st versus fighting game and players for playing a match against a computer against each 
other, 

it becomes the waging-war partner of said 2nd versus fighting game by said 1st connecting means or 
said 2nd connecting means - said - others - the game system according to claim 1 by which said 
versus fighting game activation means can perform said 1st versus fighting game while looking for 
game equipment. 
[Claim 5] 

Said waging-war information and said waging-war conditions include the information which 
changes according to activation of said 1 st versus fighting game. 

Said versus fighting game activation means is a game system according to claim 4 into which said 
waging-war information or said waging-war conditions are changed when said information changes 
according to activation of said 1st versus fighting game. 
[Claim 6] 

Said waging-war conditions include the 1st condition and the 2nd condition. 
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Said versus fighting game activation means of said 1st game equipment and said 2nd game 
equipment is a game system according to claim 1 which performs a versus fighting game 
automatically when judged as waging-war condition formation based on said 1st condition, and 
performs a versus fighting game after checking whether a match is played against a player, when 
judged as waging-war condition formation based on said 2nd condition. 
[Claim?] 

Said waging-war information includes the information which is not included in said waging-war 
conditions. 

Said 1st game equipment and said 2nd game equipment transmit and receive the information which 
is not included in said waging-war conditions among said waging-war information using said means 
of conununications. 

Said versus fighting game activation means is a game system according to claim 1 which displays 
the information which is not included in said waging-war conditions among said waging-war 
information on the game equipment of another side on the display means of said game equipment, 
and performs a versus fighting game after checking whether a match is played against a player when 
judged as waging-war condition formation. 
[Claim 8] 

Said each game equipment is further equipped with a waging-war multiplier setting means to set up 
the waging-war multiplier which shows the ratio of said waging-war conditions over said waging- 
war information, 

Said waging-war conditions are a game system according to claim 2 determined from said waging- 
war information and said waging-war multiplier. 
[Claim 9] 

It is a game system containing the game equipment of two or more pocket molds. 
Each of said game equipment. 

Means of communications for communicating by said other game equipment and short-distance 
wireless, 

a versus fighting game activation means to perform a versus fighting game by communicating using 
said other game equipment and said means of communications — and 

It has a waging-war information setting means to set up the waging-war information which is the self 
information about said versus fighting game. 

At least one 1st game equipment in said game equipment is further equipped with the 1st connecting 
means which looks for said game equipment of the others used as a communications partner, and 
establishes connection between game equipment besides the above by carrying out broadcasting 
transmission of the predetermined data using said means of commimications. 
At least one 2nd game equipment in said game equipment is further equipped with the 2nd 
connecting means which receives said predetermined data by which broadcasting transmission is 
carried out from said other game equipments using said means of communications, and establishes 
connection between game equipment besides the above. 

After said versus fighting game activation means of said 1st game equipment transmitting said 
waging-war information on the 1st game equipment concerned using; said means of communications, 
and receiving said waging-war information on the 2nd game equipment concerned and displaying 
said waging-war information on the 2nd game equipment concerned on the display means of the 1st 
game equipment concerned, it checks whether a match is played against a player. 
After said versus fighting game activation means of said 2nd game equipment transmitting said 
waging-war information on the 2nd game equipment concerned using said means of 
communications, and receiving said waging-war information on the 1st game equipment concerned 
and displaying said waging-war information on the 1st game equipment concerned on the display 
means of the 2nd game equipment concerned, it checks whether a match is played against a player. 
The game system which uses said means of communications and performs a versus fighting game 
between said 1st game equipment and said 2nd game equipment when both players wish to be 
pitched against each other, 
[Claim 10] 

It is game equipment used in the game system containing the game equipment of two or more pocket 
molds. 
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Means of communications for communicating by said other game equipment and short-distance 
wireless, 

A versus fighting game activation means to perform a versus fighting game by communicating using 
said other game equipment and said means of communications, 

A waging-war information setting means to set up the waging-war information which is the self 
information about said versus fighting game, 

a waging-war conditioning means to set up the waging-war conditions which are conditions of the 
waging-war partner of said versus fighting game — and 

The 1st connection processing which looks for said game equipment of the others which serve as a 
communications partner by carrying out broadcasting transmission of the predetermined data using 
said means of communications, and establishes connection between game equipment besides the 
above, and the predetermined data by which broadcasting transmission is carried out from said other 
game equipments using said means of communications — receiving — said — others — a connection 
estabh'shment means to perform one [ which establishes connection between game equipment / at 
least ] processing of the 2nd connection processing — having 

Said versus fighting game activation means by communicating between game equipment besides the 
above using said means of communications in either [ at least ] said waging-war information or said 
waging-war conditions Said waging-war information of self fulfills said waging-war conditions of 
game equipment besides the above, and — said — others — the case where judged whether said 
waging-war information on game equipment would fulfill said waging-war conditions of self, and it 
is judged that waging-war conditions are fulfilled — said means of communications — using — said — 
others — the game equipmeiit which performs a versus fighting game between game equipment. 
[Claim 11] 

Said connection establishment means is game equipment according to claim 10 which is equipped 
with the function of both the function to perform said 1st connection processing, and the function to 
perform said 2nd connection processing, and performs said 1st connection processing and said 2nd 
connection processing by turns. 
[Claim 12] 

Game equipment according to claim 1 1 further equipped with a period die-length setting means to 
set up the die length of one [ at least ] period of said 1st period or said 2nd period in adjustable, 
about the 2nd period for receiving said predetermined data in the 1st period for carrying out 
broadcasting transmission of said predetemiined data in said 1st connection processing, and said 2nd 
connection processing. 
[Claim 13] 

Game equipment according to claim 1 1 further equipped with a ****** term setting means to set up 
the ** term of one [ at least ] period of said 1st period or said 2nd period in adjustable, about the 2nd 
period for receiving said predetermined data in the 1st period for carrying out broadcasting 
transmission of said predetermined data in said 1st connection processing, and said 2nd connection 
processing. 
[Claim 14] 

In game equipment equipped with the means of communications for being used in the game system 
containing the game equipment of two or more pocket molds, and communicating by said other 
game equipment and short-distance wireless, it is a game program for performing a communication 
link versus fighting game. 
Said game equipment, 

A waging-war information setting means to set up the waging-war information which is the self 
information about said versus fighting game, 

A waging-war conditioning means to set up the waging-war conditions which are conditions of the 
waging-war partner of said versus fighting game, 

Processing the 1st **** it becomes a conununications partner by carrying out broadcasting 
transmission of the predetermined data using said means of communications — said — others - game 
equipment — searching — said — others — connection is established between game equipment - and 
said means of communications -- using — said — others — the predetermined data by which 
broadcasting transmission is carried out from game equipment — receiving — said - others — a 
coimection establishment means to perform one [ which establishes connection between game 
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equipment / at least ] processing of the 2nd connection processing — and 

By communicating between game equipment besides the above using said means of communications 
in either [ at least ] said waging-war information or said waging-war conditions Said waging-war 
information of self fulfills said waging-war conditions of game equipment besides the above, and - 
said — others the case where judged whether said waging-war information on game equipment 
would fulfill said waging-war conditions of self, and it is judged that waging-war conditions are 
fulfilled ~ said means of communications — using — said — others — the game program for making it 
function as a versus fighting game activation means to perform a versus fighting game between 
game equipment. 
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Mmy~j^mf^$&. 

msmty-j:^izmrh^^<omixs> ?>iimsmt:m^^itwm&n.^^m. 
mmmy-A<7)itimm^(r)^i^xs>&iiiw^n^^m&-tmm^f¥BM^^, tixv^ 
mmm^mm\'^xm^<^'f-iS' Stt'u- h^^-vx bi^ifif-s c: tt^j: ^Tafiffi^i: 
^j:i>iii<7)miiy-M.mmimmtxmm<7)y-j^^m.t<r>mx'mmmL-t?>m 1 

wi^<^i'-i!'i^mtxmm<oy-j>.mm.t<omT^^mLi-tm2mmmc^j!'^ 

flgfewigy-Asiff^stt, timm(^y-j>^^i:<mx. tmmm^mm^''^xm&ii 

immm(oy-M.mm.<Dmm*ifm^i:mtiu ij-r>^ mdm.<r>y~j^^'^<r>-mtmm'(n 
m^u^<mm^WigkWi:mtz'tip^i:WS(\.. mm¥^mtz-ttwsiLt::^f.z. 
iiisie^a^fflv^Tijifafifioy-Asisk ^pra-csfflsy-ASrUff-rs . y-ASia. 
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mum 1 mmsmi>zti\,^xmMs?m<r>7'-:^i:ru- h-^^^s. hmm-^t^^mim^ 

[00 0 1 J 

;^7^A. y-Ai|gfcJ:t;fy-A7-n^^5Afc:lS5-fl.. 

[0002] 

:^<oy-AS|gS:ttffl L-rafrrS ^ tlzj: dtJ^c^y-ASx-^^T^A 

j^m^x'<^y-j>Mmm\w^^wm<r>im^j:i£<r>^-\:::^t:mm-th . 

-AS*iiS*«fi=*>^t-5. 

rooo3] 

Mfc<0SI^S:>--A^SS:iifiir-y;Wz J: oTSMLT^Siy-AS-^f p J: 9 
L^fcc7)t,j,4 (:ti:x.{f#ti»IMRl#M) . 
[00 04] 
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4tra2 0 0 1 - 3 2 1 5 7 

mf, 200 0^1^203. p. 22 
[00051 

10006] 

*5t, #!»W3tifi 1 i<XxAT{i. ^SSi-^rp^ -V[n)±*JSI^&Si-' 

[00 0 7] 
[00 08] 

[im^p^-ri. ^c^xo^gj] 

. am^Si&fflV^Tm^O-f-rJ'S-ro-Hdf-^X hHI^I.^ ^:fc:J:-^Tii»le¥f:=a■ 
ASIE<^-5 •^«0ii'-5:< i: i, 1 00^2^^'-A^g{4. Sm^©&ffl»'>Tffe<7)ir'-A^S*^ 

^m>nm^-j-.^^w,t. mm-n.^m^x^ms^ i ^r-A^ai: ^^^2 ^-a^ 

ai: «0PBTC*riHS^feiWf«ISgfei^O^^r < i: fc-l^T^amfS i t K: J: 0 , 1 ^ 
-A|ia(OMi81t?8**Si^2y-A^a<^^S8^frS:}Wv:L. SiSm2y-A^ 

-rfc¥iii»f tJti^tc. iifi^ssrfflv^-casasi y-Asiafcaissg2>'-A$iai: wisi 

[00 09] 



BN800aD:<JP S005aOB7«M I > 



RN.S nann 5 



( 6 ) 1*^2005-6766 (P2005-6766A) 

{00 1 0 J 

■t^, ^^w^-t^iz. miy-Aiiai:m2y-Asigfc<^iat^s8y-i^^iifi^ 
•rs. 

(2)*«2 

y-M.mm.t:^^Lxmwz^mLxi^x\^'L. ?e2y-ASS^jg«-i*:-r{=:^n- k 

( b ) ^ 2 y-AilSt4. IS 1 y-Ji.3IS<0*ti!gfef^SrSm LX , i#0*fl!i1S# t lfc« 

(c) ®2y-A^g<7)^^!^ft^^^iu-c. i^Mi^fdmimtit^ 

-Th. fk^^w^t-t^Sr^nz, %iy-j^^bm2y'-A^k<7mximy-j^%:mi 

.(3):6-j£3 

{ b ) |g2 y-J>.mmi.. ^ l t>-'-ASIS<^i*Uff SJS J;l^j^^fit=$-Sfi l-c . S#i^ 
[00 111 

^ggrS>S. Jt/vfL. igiS##'t'<D:/a~HdfA'XhiSHifciBIIt-<&aB4J-S:l^<. 
[0012] 

ff^^2ti. niSimiizm,L. ftmrnaxx/m^it. m^. mm. mm-ti^ 

[00 13] 
[00 141 

3>a . m ig^^S*;^«Slg 2g?^#Ktr J: oTm2Mlgy--i»<7)i^igffi#i:^rSfi!i<?)y 
[00 151 
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[00161 
[00 17] 

[0018] 
[00 19] 

S8y-A^^a{4. mm^m:m^^x'^^iy-j^^m.<n>nwmt:mmLi)--^m$, 
m2y'-M,mm<^mmm:^mL. smisi y--t>^s<^^#a{cs^2y-A^ 

-A^^T^stt. jim¥a*^fflv>T:^mii2 y-AsiamisHt ^s-jimt^osMsg i 

[0020] 

-^A^ci3v^•cfflv^^>:h.sy-ASlaT&s. iwy-Aiistt, aii^a. st!i$y--i»3g 

*«!8is#is^*s{4. Mlgy-A(^KI■r^,@5<?)^fffi•c*s^^s8^f^^^-rs, i*!i8^ 
fmM^mi. nmy-j^<DMm^^^firX'S>mw^f¥t:mj^?>. ^tm±^mi 

5ffi«oy-A^a^gg§8urfl6<oy-Aiiai:<?5ra"C«8!*?S4-#-&mi Sf^jiiffl. *j j: 
-rs. *«!8y-A^fi^g«4, fliKoy-A^afcc^ST. 5ifi*ia&ffli^T*r«8ffi?8tjj: 
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[0021] 
[00221 

[00 23] 

[00241 

. fm'^-Mzmti>^^oi'mx'hhmm&.^W(^i. nmm-n^^mi. nm 

ki>—:fii:mm-ri>ztiizj:r)^ ee<r)i*i8tiN8**fl!<oy-ASia(^*riBSfeffrs-gi;tL. 
mrz-rtnmLfz^iiz. mm^mim^^ximy-j^mstcr>^X'MM!ty-j^i:mft 

[0025] 

[f^ffl] 

WTi^t. ) s-^tf. i<^y-AsigT{i, ini^a (2 0. i4) ffioy- 

A^StigSEStlilStcioTafi-f-l.Tti^'Ot.OT'^il*. ^i*lgy-A||fi=#l5 (2 0, S 
13. S 1 5 ) f{!joy-AilSi:®<I#aS:fflV^TafrtS C i: tcJ: o T^^i^t^-A 

^mn-i-& . fmmmL^^n (20. s 1 3 3 - s 1 3 9 > mmy-Mzmt^, n 
^<mmxhhnmmi (74a-74f^) ^is^t-s , nmikn-^^n. ( 2 0 . s 

5 . S 1 4 3 ) Mlgey-A<^*!f!igffl#O^I*-C-fcSMI2^f^ (72a. 7 2 b ) Srift 
^•rS. ^iy-ASIS<7)^lS^#a (2 0. S21. S105-S117. S165 
-S 1 77) ti, im¥a«-fflv^TmSOf'-:J'S:ya--Hj^f^.;:^hill<if SClkKJ:^ 

xwm^t*£h^<riY~j>.mwi'em\^xm<n>y-j^mwh<r>wixmm:mL-t^, m 

2y-Ai^S<0^2#ig#l5 (2 0. S21. S93-S103. S153-S163, 
S179-S189)li. 3i<i#giS-fflV^Tm 1 y-A^{l*»i5>rD- !«=5f -r;^ h3Mfi$ 

*r«sy-Aii4f ^Kfcrn 2 y-Aiaijgoiwy-Asiif#g»i:. mm^mm\ ^x ^mm 
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1 y-A^si: mim2y~A^m.t<7)SiX'frtmmmt3Xt/nm^n-er>'j^^< t t,-:)5r^ 

mmti^ltlzX'O {S27 . S41, S61. S69) , ii^Hiy-A^giOSpfigffi 
m^l y-A^g<OMS8^f4'S:mfc-*-*»S3&>*WSrL (S31-S33. S73-S75 

2y-M.mm.tcomxtimy-^t:mft& ( s 1 2 s ) . 

[0026] 
[00273 

ft««2Ti±. *fii8ffi$S{i. SS-^ (74f ) . i!f^(74d) . Hm'th^^'yi' i^<D 
^(74a) . fiM-r-I.^A'7^':J'<?>JHSffi <74b, 7 4 c ) iO^->^:< i: loSr# 

[00283 

:^ hjMfi-rS (Sll. S13. S21. S107. S167). Ltit^':>X. Hlfi^i* 
[00293 

It3<«4-C»±. **!|i8y-A|ltT#'©tt. rjyejL-^'i:*fiH-S/v:e6<0^1$t!|gy-A ( 
s 1 3 1 ) kri^^f -\'FI±*«M18i-S;t«xom2*flBy-A ( s i 2 3 ) t S-smwt::!! 
'<l-^mX'h 0,^1 ^^#S*5t«ll2Mi^¥gi{ci: oT»2*ti8y-AOM«!ffl#fc=5r 

[0030] 

(74 d) 5-^;^, nmy-j^mf^mt. minmy-j-<7immzm\:.xmmmtL 
tit^iznmnnit.tziiMmi^i^'t^ (S133-S139. si43). l*<-:> 

[003 1] 

fi«3l6n±. jiti!J^±ISlgfef^(7 2a) fc||2^!M»K72b) h^^^t^. miV- 
A^§*3 J;t/|g2 y-A^SO*f!|Ey-A||^t¥gHi. mi ^IC^-rTv^Ti^lggfeff^figji 
fcfiJ8)i$tt.7t«-^t=: ( S 3 1 , S 7 3 ) . mmzMmy-J^^m^t. ^21kmz^'^ 

\iyt:nwk¥i-m.}:.mm^ixtim^fiz\t (333. 375). ri^^^tiznwsthii^^t^ 

S:5|g2UfeSfe (S3 5-S37. S7 7-S 7 9 > > *fl8y-A2:||^^rs. Lfc**oT 



BNSDOCIO: <JP S)0S0OB7e6A.JL> 



BNS page 9 



(10) 



#692005-6766 {P2005-6766A) 



[00321 

WmmiTii, *f«8fif«*4*r«J^C^*n'5rVMSffi (74a, 74b. 74c. 74e 

. 74f ) iSr-^tr. miy--LmMiiXx/m2y-j^mmi. Mmim<73d-hm^firiz 

-irttl^y^^^i. miS^^t:m\'^Xm^m-t^ (S29.. S43, S63, S71). 

<r>o-hii'^mz^ttitc^^mm^ir'-A^m<^m^^f5: (18) izmkLx ( s 3 5 . 
s 7 7 ) . y'u^^iiznm-ti>^^7b-imjiU-z^ < s 3 7 . s 7 9 ) . Mmy-j^im 

[0033] 

a. 7 6b) i:^^'ti>nmmm^^m(2o. s?) i-$^.t=<!Si.*. st«g^i*r 
mimiixxj:m^(mi}^ii>m^^ii^ ( s 1 4 3 ) , LTt^^^T. Mmsc^ia^L-ris 

Mimmtttwkm>imi±~^i.z^f:itis><7>x\ a:«-<o P'^uicfc -o tzMm/ts^^m-t 

[0034] 

m^^m^-tts. ttz. miy-j^mmamimm^f^^^i^izii^x.. m^y-M.^kt 
^^mt. mm^n^m\^xmm^iy-M,^m.(r>mmm:mmh <S6 1 ) 

®2y-A3|g<^St«effi«SrSfiL (S69) . ^^1^1 ^-'-A^a<0^^*SlC^^® 
2 t>--A^g<Oj*!ggfi|fgS:m^L:tf^ru-f ^(:M«^raA»53&»S-5if2L ( S 7 7 - S 7 

9) . m2y-M,^ff)nmy-j>-mr^m±. iHi#gs:fflv^-csK»2>'-^sis^ 

^«igm«*3^<It (S4 1) *»O3^iy-Aj|g<03^tfiJeS®U (S27) . m 

tm2 y-Ams<^^^mzmm i y-A^gcoj^isfffigjr^ujtfitrL-f -^tzit 

Igf ?>*>S*^£-?it2L, (S35-S37), M^TOrU'f -^-AWSgS-^SL/tif^tC. ffl 

m^mm^^xm i ^^-A^s^:m2^-'-A^|®f:<^^T•*f!|gy<-A$:ll^T-rs ( s 1 2 

3) . 

[00 35] 
[0036] 

fs^i 0T'{±, y-A^^ ( 1 0) {4. i^osi^s<7)y-A^a^-i-tfy-A£^;:?.7^ 

13. s 2 1 ) {4. mm^^t:m\'yxm^(r>^-^&yo~\<^^x hmmTi>iibizx 
'oxmim^t^j:?>im-y-j^mm^mm vxiSK^y-j^mmt corsx-mmirmL-r^m 
itmam (sio5-si 17, si65-si77) , iiXv^mm^Bii:m\>^xm<o 

IST-«i^a-«±-rSI^2^^a (S9 3-S1 0 3. S153-S163, S179- 

s 1 8 9 ) (oc!>-'^< t t-:6-<o«ia$:iitrrs. -e- lx. imy-j^^wi. m>y 

(S27, S41. S61. S69). ge<O«^ft$g*<fl!!<O^r-ASIS<0 
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WU(S31-S33. S73-S75). Mig^^SrjS^sTf ^WL^C^i-^fc. MH 
[0037] 

[0038] 

(Tsc,Tscl.Tsc2) (COV^T. ® 1 1imttl\,im2WS<n6^*J:< t i>-:fj(D 
J(Bra<Og$S:^WtCift^Sar^^§lftS¥S (20. S91. S151) ir^iytzm 

[0039] 

m^ia (Tsp) ^.j:x/m2mmxmizii\^xm^<^7'-i'i:^m-thtcib<om2mm 
(Tsc. Tsci. Tso2) tz-:>\,\x. nsimfsttitm2tm<o^j'-^<ti>-:fj<o 

mm<r>imi:'^mzm^^^m^i^mi^^^ (20. S9i, sisn ^^.tcii 

[0040] 

« 

[0041] 

[5|HBeo^^I 

Lfi *)hh^^immir-r)Ui:m\>^f^ 0 L^r< -c t. j: < . mmsTmmf^iz^-t?>^^ 

n- h'#ir ;^ hiUm^ f S y-ASIilfi!l<^ftfflS-|i«-r 4 CI i: 5 . 
[0042] 

e0Oi!^^r< fcfc l-ofcJ:-7TS*lBffi«fcJ:I>'jW^fl^*i6^S<0t^. *t«8*«M-r4 
[004 3} 

x<nMm,fmt,zX'>fi.wrk^. mwm^tffimrnwi^w^mtz-tii^^ii^ifimi^tixii 

[0044] 
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&;it ifi^^< .ttz. wiJ^-'-AwjK^a^ ±tf & z fc]&JT'# s . 

10045] 
[00461 

[0047] 
[0048] 

[004 9] 

[00 50] 

i)^l3<r>mizm^^ix^\r^tztb . A3IS**^T'5:iiiST'Ml{y-A<offl¥i&^-ri 
[005 1] 

fS^JHl 2i::j:i7.«. f^mmt^2mm(r)\^-fix1}^1}<m^i:'si%l.z-ti,<r>X\ 2-p 
[00 521 

[00531 
[00 541 

mmmi 
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— ^ThVNV;^ (GAMEBOY ADVANCE :JSSy&) <r)Xo^m^y-M.mi 2 

h U y V 1 6 1= J: -oXm^^ tlh , 
[00551 

Sltc^rTBI^y-ixiai 214, ro-b-9-2 0S:-^;^. ;<?)rD-fe1f 2 Oti:, CPU3T 
2 2i:-eilK^aI-rS7"— hROM2 4 . LCDn^ha— 92 6, WRAM (y-^f>' 
:>^RAM : IJITIrI^) 28. VRAM 3 OfcAt^fJ^ffllalKS 2 i: ^-^t?. ^TJt'L. MSEI 
S83 2{4, (■9-'»'H) 01^, DMA (D X r e c t Memory Access 

) rS^-f-^mBi. XthiJ^ ( i o) ^rifS-i-tr. tmy-J^mi 2<r>m 

Bl::iatt^>n7tLCDl 8tCf4. 7*n-feHf2 0*»4,^«-^, CK^^ISSfeMT-JiRGBft^ 
ti^^Lhix^ Ltiii'^-^X. LCD lSX'iiy~Mmmmy-m7ji^tii>, ^LX.ym 
-fe-9-2 0*»^,t±. ■9-'tr>'HIl]K3 4fc:t— r-f5m-^-¥-;l^»ix. •eo:«--7'^3j-<l#fc: 
ioT, xe-;<?3 6*>^^-'--6.«j^^S6^#=5rfc'o«*<aj:'3$fi^. 

mi 2<Dtmici.cD 1 8i&^^^•clft^t4.i^s+^=¥-^;^:^'-^'^f-. -ti^i? 

J:iXA;}f:J'>'=5r6VfcB;K^' i:«>Taft:x-f -/f-3 8 b LXj^^ti. Z<omi¥:^-( 
•y>?^3 8j!)»^,«0t*f^fi#A<rc-lr-*f2 0tc:A*§*l$. bf^ii^^X. Otitfti-p 
:^>f -/f-3 8SraUT-^;t«5>nJt^---r<^)tg5^fc:S!ofc*!yiS:Slff-^-S. 
[00561 

;<?-hU -yi^'l 6*<^«g*^{4}?A^iX$, ^-h'J -yv-'l 6fc(4ROM4 2i3 it;? 
^N' •y^'r-y TRAM 4 4 *«(*liSg$iX. ROM4 2t=f4SI#y--6>«l 2X^^rr'^#^'- 

-5. >'>'-y^'7'-yrRAM4 4{4. AO^ifi-r-^^y— A<?5i(i«-r--^'&fSig ( 

[00 571 

CPUaT2 2{4«|^y-i^«l 2<o«il5b&«:t:^t^r-7:<;t&fc:. y-hROM24(cfS 
1t$n^^7'-h7-n^7A^||^TL. 8l'^y-A«l 2<7)^S)»lia^^r3. -fO^s CP 
U37'22l4>5f-hU'yi^l 6<7)ROM4 2l::ieiS§*l.^ir-Aro^^9AS:ll?TL. H 
«f«^r7*-^'i£-WRAM2 8triEfStooy>-Afiiai«rl|ff^S. iJt. CPU 
3T2 2*?y-A7°n^7AS-||^TtS t o-C^$it7tB«-7'-^'{4VRAM 3 
0 t^ieig^ii.. V RAM 3 0 fc:iaeSft/iB«if--:?{iLC D 3 :^ h n-5 2 6 1 J: o -c 
LCDl 8fcai:^$#i6. 
[00581 

Sl^^^-^iai 2fc{4$<^,lCii^tr7^.:?:5'4 6*<^{t'5^t, d (Ojl^la ^t^:?' 4 6 1{4*| 
^ftJ.--y h 1 4<03^-:?^'4 8*<SfgE$ns. ^r*3, HJfeMTffiV^^SI^y-AlSl 

<yi^'r7^-.;J'^4 0{4. LCD 1 S^BUM (IE®) i: LTtt #0±®mMfc^ft(c>ni) 3 2 
[005 91 

C 5 0 ^<?D'<.-;^-'<>' K I C 5 0{4ROM 5 2 ROM 5 2 tt47'n h 3 

)VWY*fx.r^ifi^^iX. ^—TJ^yY ICS 0J4. ^ix.hTai^'vJ^^^-^Xm^ 

[006 01 

M^<ia.;i.y M4K:^4^4>{^EEPROM5 4*<iS{t^>^^, »10EEPROM54tC 
«4, Jtki-tf, 3.— r:S3Mlfl-tc^Sii&. «rJ3. EEPROM54K:{±a.-'r<!0i^i» 
•«H4«'J^O<f«*IE«t-*J:dfc:LTtfiV%. '^-XKyK (Base Band) IC 
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EEPROM5 4<7)JL— r«^$r•i•^y^■r-:?S:. RF (Radio Freque 
ncy) - IC56izmtiiV. RF- ICS 614, -?-<0-r-:?*^LT, T>7:i-5 8 

izum.m.'^^eoafimif^ixx^^^, zeommmmeoimimiztiMmxh*). m^m 

[00611 

STSIiLTRF- I C5 6(Cj:r>r^il|L, SPim#*«^-:^^<>' H I C 5 Ofr:A:^S 
ii-S . U^^c^^oT , '^-XM'y K I C 5 0 {4. fliram-^Srf 3- H LX , r-^' S-flTC L 
, •i<^r-^'k:3^^i^'^AQiiXUA6^ithxmmy~-U1Skl 2-r^r*>^WRAM2 8 

[0062] 

-5 xm^y-M^mm e 2 <7)mTy'-:f^mmiMm?kmmx'$> »? , -e lt , ai^y-A^ig 
6 2«4, jaiiiirtgKH64(=:wri.fl!jiiiisi^y-A^a6 eaizMLxi^mx'^^-^^ 

43 0, im}i\.xmifL=¥-i^tLxm^-rhm<^m^y-M.mihmm'i>^ii. ^« 

. eS6 2i:^(7)jifiojgg|EH6 4c7)J'f-tCfflSLTV^Sffi«6 6bfc{4, Sii^iOilSnrgg 
[0063] 

^z.x\ zff^y-Mi^xT'j^x'it. s-r. ii^**^tT{«!(st<^«igS!&iii-rs>t 

ificoasimt^m^tt^, mmm^mmii. m{m^/)^M.-^f)^^tx\ mimmuLxt^m 
mzmm^ixh, Ltzifi-^x. ®«ia#A^v^^3&>-?fcJ»-&T't, imm-y-M,mm.io ( 
flfiig) ■i:m^-^hmti^j:m.immLxu-!it<7)m.m^iizX'^x%t:.tt'^. u^imm 

[00641 

|gi:{4ifefft-C«iaSixS. LtiHi-^X. ^-1f{43:^eA-^'*f|S*L=5:3&«^*ri8ffl# 
[0065] 

t tz , ^y-J^^W. 1 0 J4 . II 3 liZ^-tX o l.zn^ffyi^m' cycle 5: j3l§gO#fi[B$ 
WitLrX. ii^tffl¥<OJ3S^$•^T•5 . m^B^raTcyc 1 e*4;ti:i.{f4#SJe<0-S<gt: 

loiOTcyc 1 e^^iiZMmmti^-^-t^^mk^-thiim {mmr- 
^»ua) Tsc^^as:1^-^-ts«ylSrll^rrs«ra (^«i-9--^»isi) rspifi^^ 
tih, -^mvtzi. 0 \.z^y~Mmmimmh Lx<r>mmii==f-mt Lx<r>^m.<mi3-^^}L 

Xa*)^ Tcyc 1 e<7)0'hm3\iZ7vctT&c<mmzii\,\X'¥-WitLXmU-r,XmWii: 

^-"f-thmL^ni^K Ts p<^mR\zis\^xumLtvxwm'^x^im-^-^'rh9m 
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[0066] 

^^6*H=!6S$n&i:t>»i.i.. ft«cWl={4, /ci: i-tfTs ccOS^A^O-Tc y c 1 e 

Ts p<O^S{d:Tc y c 1 e*»i5,T s c *jg!»L:tfflfc:lft^ 

[0067] 

[0068] 
[0069] 

[0070] 
[007 1] 
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[00723 

JS76*Jit^77 j/iSlS 7 8 ^Sr-^tf . 
[0073] 

^74 c^*^ieit$it|>, C:ofl!ltCt7-L''f^^r^^':?Ojiii4ffi ( l^'^^P^^StS*^ ) 
7 4 d <mLir'~J^<omi<omm) . SS^a-r-^' ? 4 e . rn^-T''-^ 1 4 f A^BIt^ 
[0074J 

s*«^ff-7'~:?ie'ii!^i*7 2 :i<nmm^\tm \ nw0m=f-9 1 2 ^axifm 2 

. ^ 1 ^^!S8*^tS:}||:^>:^=^i:^^*«m2*rlg^f^7 2 b S:SI:t-rffl*Oi^{c{±^(7)i: ^ 
[0075] 

H l*t^<*^7 2 ai5it/|g2^ti^<^7 2 bJ^JidcOHSfe^-CWci: ;tOT^3&<ig^$ 

fii.. fcfci.{dr. y'u^^MM(^mm*^5o%xh*). miiim^f¥7 2a.bLxmm5 

0%JJl±Srig^L. m2*rS{*f^7 2 b Lxmm2 0%J2LhSrift^L7ti:'rS. 
-&(c(i, ^>SIV'>i:S*)^^2.ffiSf^3 0%<^^iffl^*fS^^7ti:^(i:. miMW^f^ 

^mrc^^^Wm2Mmif1r7 2 b S:g|fcfot:-S^lSOJi|g*«tf -bix, *> i>m^b 

^f¥7 2 ai: LT^$5 0%JjlT5:IS^L. m2i:t^1^7 2b t Lxmm7 0%131TS: 

»5^t>i:,S*>fXl.M^5 5%<7Dilfiffl#AWuti: ^ti*f^iO?|l2*<fi=i5*tS. Z<^X o 

i,zyu^^i,zm\:.xmi^tm2^tt-t:m^ii-ifx. ^Mcoiii'm^t:miizm^t:: t 

[0076] 

t:f>L. M^f\rtLXli. Mmy-J^<7:)milzX^X. f::bx.m^7i^:}'mi. ^-r 
A^lg^^ix-Cfcivv tti. :iti^^m<Do-h<^mm.i:m^-^hitXMmtf^lzlS^LX 

t iv^. z<r)i: o ^j:y-j>x'^^ti^m&^'^^cr>nwm^t:nm^mzwL^-rh z. t 
^m^mmi:m^x'^i. 

[0077] 
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1 JJmStx-^' 7 6a \<z^-^\ ^TSg 1 MUlfef^-r-^ 72a $-ff-^ L. lf^7 4 
di^T-:^ t S2**Sgfi^x-:J' 7 6b \iZ.m^\,-^X^^imSkW'r—9 72b SrH^fS 

[0078] 
[00791 

Jti:i.{f, Stig^ft^fc LTiS^74 d*<i$ffl$ix«,*^T'i#«Ol^^7i<5 0%T*l)i: # 
. T-p-f ^ifiy^ 1 i*!igf«l&7 6 a t;: 1 2 0 UJ!i:^fc:«m 1 Ml^ftiy 2 a{i 6 
0%JJLht=ift^$*T.. m2j>tli8«iiS[7 6 btc8 0%^li^Lfc«-^t:{4m2 jkfS!^ft7 2 

[00803 

[008 1] 

*3t. 7 7 ^^«J^ 7 8(^(4. 3ift^ll!t7 5:J^7 8a^*J|eig$/lS. ®ftWli!75j/7 8 

^o*-oT*fi2t-i.C:i: i:^:o/>:J®^C«iim«i877^^78att r 1 j tCiiSSix. jit 
[0082] 

tifzik. ^<om^mmizi)-^^Mim^x'$>?>ii-immi-i>mizii. titm. t-r. 
A. u^fumi,. mmtzMLxmm-tj;ioizLxx\>\ 

[0083] 

aflseB-cii. =fm<r>fitwmit3^t/-fr<Df&<om^t:^Lx. ^(^mmiifiu^<rmi 
f¥i:mti^^. oto. miictwi^mzm-:s\,yxn^m'^^±tm-kizit^ ^<r>^ 
f^\,-:M-^\.\xwmm^mL-fh^\z\i. mssmkwm^^cn 1 8t:^$-ii-T. 

[0084] 

>t'^^9'm^. %w&.. Tfmr^'fJ^, WkWj:ii<rmi&isk,X'i.\^, ^<ni.o\znm 
. iSi^-T\y^^^n\jxnm^^mthii^is^mm^^h\z^^ 
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[0085J 
[0086] 

turn ti*«L-r iv^, 

[0087] 

[0088] 

[0089] 
[00901 

msmifih^ti^^izii^ nwmhix^j:\^<7>x. i<^^h<r>mm^wmth. -^r^ 
s^!iiEjEE^*<$>oy::«^tc{i, mmx-immmy^^^TSaifii r 1 J *«l5^$^t. 

[009 1] 

^c7)J:3t2, -^rcoSl^^r'-Aiiai 0M3!)»/c.5t^fS%SrMliL-C. fl!!:fr{it:-g#«^5*^!iS8 
[0092] 

fc#*-e. t'^J^TW 18fc:iiSiBS:^S%S-»H*fc?SLr*J<ii:t=:J:-5T, MSH^JS- 
[0093] 

JUTtc, ^KOir— A>'>tT-^t:*5itS«-SI=^^r'-A5gSl O<?DS!»<'P$:ia57&»fe01 OfcS^ 

•r7a-®*#ssLTiftH^-rs. S6«^y-i»satio<^Hs?u=Srv^«aa^ir>-t«. 

fc. y-h (Boot) ROM24i^t;:ift€§>L3tiJifprn:/9Afc:ta!-^T, 7*a-fe'9-2 
0 (CPUar2 2){i. ;^>:i:i.if3^-.^:f 4 0 mi) i!)^h<7)m^lzm-:f\>^X . A-h 

A-h^J y'Jl 6C0ROM4 2«0y-Aro^^9i.tC«eoT^^*~A«yii&SI«f^4. 
[0094] 
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m5l,ziiZ<^-ir~-J>.mi^<0:?(-i yyn-c^-mtf'^^ti^, m5<omi^<7)Xr-'yy'SlX' 

Ar;U^-K>6^^il?$n7t*»?5*»5-*fJ»rt, "YES" X'$>tHt. y^T'yy'SSX'. 
tC. |gli^i^f|=7 2ai3j:tA'^2S*«g^ff7 2bS-ig^-r2.. Xx-yTS 3^ "NO" 

h'ojMS?79^-^. mi*ris^<t. ^2Mi^. m2nmmsm<7)y-- 

:5'2:A.y:5'r y7-RAM4 4(=S1tLT*5V^T. Sl^y-A§ia 1 0 L^^ i: 

#{Ct4. -5-<0A.y^'T->'rRAM4 4*C|B«$n3t-r-^'*^aiUTfilffl-r5j;atCU 

[00953 

7 5 ^^^^ 7 8 COmmitmy 7 7 8 a^^S&t?. ^Smm^ 7 ^^*3 i t/^^lSg^7 7 
S-Om^-r*. *7t, 7V'f-V<0«lffl-rS=¥^7^':J'<0a3i7 4a, f#Ee^74b. Bf 
Wr-f T^A 7 4 c W<^*Ma^t1T3 . 
[00963 

M4 4*>^.WRAM 2 8<?3#Bf^^lSCO- VTh , 
[0 0973 

-eUT. X-f-yrsl IT. ro-fel^2 0tt. jIfiM«579jr7 8a3&* rOj (clft^Sil 

r»r^4*^*»^fiJ»rL, "YES" X^tLli. Xx-yrs 1 3T\ MW^^-t-^ 

) MaSrBHS&L, x-r-yT-S 1 S^ti, ^r*5, x-r-y^S i ScofdWm^-^-i-fmit 

meii*tom9iizwmiZ7^^tii>, — ^r, XT-'yrs i it "no" Thiin. -^to, ® 

— i*^!lssrll^rrs, XT^-yrs i 5ffiy~j:,^miimi oizmmizm^tih. xf >yr 

SI l-Xx-yT-Sl 5cOX!iS{4s ^-'-Ai^Ti:*'JII^$f^S^•C'l^^9Jgt^!^!!a$i^S. 
[00983 

=6:t5. CiOaSTii. fiEHii, Xx-yrs 1 lisiWfX-f -yrs 1 3</}fitmm^i:tmi- 

^titb<oiimt. xx-yrsi so^'-Aiiasts:. mmmtf::imi$mtz^Lxhi>ifi 
. :itii:>ii. ^i±mmiz>m^fi&. ■^iy*>. stti-Ws x-r-yrs i seoy-A 

{f^'^f VfiJOSi^^t'i-^TWfSBtraTcy c 1 eT'JSRBWtc:. h^\'Miy-j^<7>muzm 

. X^-yT-S 1 l<OSi3M*«3!iyiS*l, "YES" TM:£Xr-'yyS 1 3<59S<f«Sffi^ 
[0099] 

m6Ummm^^-^-^<omi^-mi}^7ji^tlh, ll6<OS:^l7<0X-T--y7*2 1-C, r 
at-l^2 0(4. ffififfl^§!lS!gS!ra«:SI^¥^S. i<^Xv^.yrS2 1<^3!j^eoPSffl^ 
ll9{c:S^$*iS. 
[0 1003 

l2l9c^®1ajC0X7^ «y7'S 9 1 -C', r^■fe1^2 Ott. ^tSfc L-CSI*oTiK«S-9--f-tl. 

) . tti. mmtLxim'yx=Fmi:v-^-ti>tmT8Pi>m^^tii. 
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[0101] 

;^ h-f-tS' ?:il*«iim-3-- •/ M 4 J: -^-CSii-T ■& t SrM^^-& , -e LT. ^iz^^ 

m^tLfz:^- h y -y 1 6 ( ^'-AiS|gij3- H ) t t^'-AMSUn- Hj&<S^ 
[0102] 

;^X'yrS9 5T "NO" T'*>*itf, -:>t'0. ^^fit^rra- H^f hf-^'&^fi 
"ryysgiX^^^iitzTs cW^^Lifii)^*-i:m}Si'ti.. xf-/yS91X' "NO 

•c-i5>iiif. o^"?. 4^vfssflii-9--f-^raTsci*iTS.ir{f, mm<^^mitm-r<< . 

[0103} 

XT^-yTS 9 "YE S" t'fcittf . oil 0. i^m^f-f-^fST s cp^\,zmfm 
gg'5r7'o-Hdf^^hr-:^^®^iU:tii^t3ii. rD-fe-9-20«, ig^<::?.-r'yrS9 9 

t\ imm.m:3-=-^yhiA^itLxmsLiiznLxis^^^t:vm-th. wm^t:mm- 
hmzi.i. tg^s^x-^'fcfctft:, «^i^*-rsy-Asggioo?^igisis«i3-H*t 
fmAzifiLx'^m^ixi,. 

[01041 

•etr. rn-tir2 0tt. :^7^'yTs i o iT5feog?as*K*r-rs^mifr*^iK® 
*>'o«5r)iig!j5^2'SfiL;t*»S*»$-¥<iBr-r*, i<^;^7^'y7-s i o i-c "no" xhix\t 
, ^x'xrs9 9tcMoT. fmkznti>mmm-^<mmt. ^ix^zm-^mmmoys. 

[0105] 

~^r, Xy^yy-S 1 0 If "YES" Tfttttf. OiiO, iffi(a3!l>^><Og5^jegr^SMt^ 
^^^litf ^7 7j5^Sr rij t::LT. WRAM2 8«0E>r^1Sl^tcig^L. ^<OiHlffl# 

«!S6Sima.a*-»T Lm 6 (owm^-^-^umtz u ^'-vi-s . 

[0 106] 

X-r-y7'S9 7r "YES" "Cfefttf. Oi»5. mWt^-^f^miJ^T s c^^i&L 
T<>S^^^gg^7'o-Hdf-vXhx-^'Sr^-C'#^*»o7t«^t{i, ra-fe-9-2 0{i. 
iK«<^-9--^S-i»TL. «S<Xt-/7-S 1 OSr^iaw-^SrgaS&U-C. ^«-9--f-BS 

[0107] 

g|!V>r;^7"-y7*S 1 0 7T. •7'X3-^-^2 Ol±. mWmm^^'f-^i'XU'-Y^-vXh 

^1 o<o^i8^ii3-H. y-A:s. ^m^m^m^irTM-f-^mtr^tf, 

[0 1 08] 

-fLT. ;^7^-y7-S10 9T, To-b^20li. ff/i=5:i'18*»^>«9g?^^$rg(iU:tA» 
S*^2r¥<lff-r^. CIOXT'-yT'Sl 0 9T "NO" X'htH£. 7*o-fe-9-2 0{4. ;«.-7^ y7* 
S 1 1 lXfctx.i£64msWinmt. ^K^r-yrS 1 1 3 T'^lSl^-f-B#ig*<T s p 

[0 109] 

^^T^-yrs 1 1 3T' "NO" vobtni. oso, tt^^m^-^fmr s p mx'$)tnt , 
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CO 1 1 0] 

x-r'yrsio9-c "YES" "C'ifeiKf. 0*0. 'fm-'-i-mmspmzmm 

«Ml5^Sr^iStciiifi-f^. mmim^mitrmizii^ ^iS¥^-^'i:fc«>lc. 
[01111 

^LT, ;^X'yrs 1 1 7-e, rn-fe-9-2 0tts iK®i:Uro««!t:j5Ra;L!tC:i:S-5H- 

mm^i^yy^^ r 1 J tcLTWRAM2 8<7)E)f^®i^t'issL, z(K>mim^-^—f-m 
fgj **ift^$ixT, m<^mii'-^(r>mmi=MLxi!^ms^im.mi-i>citifixt^^\i^^z> 

[0 1121 

flil^r. X7".yrS 1 1 3T' "YES" XhtUi. OS ^fiS-9--^B#iaA«Tspfj^jfi 
[0 1131 

r - ^ 7 7i/Sr#.^LT¥iM*«it;bns. eSi*<MfilT'?)i.Jl-^. Xt^-vTS 2 7~S4 5iJ J: 

s. ; r/07c7);?.^.yrs4 7-s5 3*-cc7)saa$:ifd. smtf^'f-mxhtm^izit^ 
" ■ EiSioxT^vrse i--s87ST'<o3!aas-<td. ^:*>. j^x-yrs2ioa(iffl¥^g? 

[01141 

X7^.y7-S2 3-e "YES- X3btli£. 0*0. ;fefci.JifiH18gfM79^'d< T i j tcfg^ 
$fLTV^^%^tC(i. ra-fe-9-2 0{i. M<X-r •yrS2 7-C% ilfiffl#-C'fcS^«*><?> 

coMmmm (zcrimmmximm) t:mm.mmj.-'y h lA^riYLx^m-rh. x-r-yr 
s 2 1 (^mmxmtmmf)m±-^tif:ii^-^. *-r. ^^s^ffilA>^>^^SE^sl8lf*«3lifi^^t-C3!6 
*!t. :^7'«yrs2 9T, iImffl¥m«gfefr<o^J^mSH^ffl$^l^:v^jk^!i8^ffgr 

[0 1151 

ggV^T. ;^-r-yrS31*3i:lX:^'X-yrS3 3T\ 7*n-fe-9-2 0{4. ii^lffl#<0«Bi^fffi 
jbigS'cO^ 1 M«^!^i&JSfct^>*:ta»2«*^fefl^S-j?!:t-r*»* iHiBrr^ . 
[0 1161 

X-r-yrS3 1-C "YES" X'SytlH, oSO. jUtffi^cOMSiftfgi: e#<?)lll*figg^ 
fl^7 2 a fc*«^-ri.lS^fe:«. St6W*=*H8*BBi&$-*5« . -I-O* 4x-f -y^-S 3 

[0 117] 

— XT^'yysssT "yes" Tftftif. 0*19. a<iffi#o*fiiSffl$gfca^<^^2 

*^i8^f^ 7 2 b 1 3!)«^Str S ii-^tCii. XT" -y r S 3 5 7'n -feHf 2 0 {± , r P-f -^{C 
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[0118] 
[0119] 

"YES" T*S>fL{f ;?.-r -/ r S 3 9^m,ti, 
[0 1203 

CO 1 2 1 3 

fl!J:^r. X-r-/r S 3 3T "N O" T& O « 0 . ilffiffl#<0*f«!fSfgi: a#<^««8^f* 

^:*^•^fct^:v^:^■^, *Jt<i:, X-r »/rS 3 7T "NO" T'S>'9s oSO, ri^^^kzi 
-iXnmifim^^ixfz^izit. m<X^''jySA5X\ ra-fe-9-2 0{S. 

nmmii:mmLx. 07<^j^x-yrs 5 s'smtf. 

[01 223 

S4 3fct5(tST-^'3lMftf*. l270;^-r-y7'S4 7i3J:t;f^-r-yrS4 9T\ rn-fe-y- 
SttUC^ti:. ^(SfflJT-. SK«<^*tiHSffii:^^«i<0||l*$«8K^i:3&J-^U«:%&. ^^(i 

[0 1233 

XTyrS4 7-C "YES" XhtHf^ iiatTlSfcOST*f«^(**«Jj£3iL7t<7)T\ T 
u-fe-9-2 0tt. igg<Xx-y7*S5 IT, ji<i*fS7 5^^7 8at:: rij £-S^L> 
SEffl¥13g§g«rai5£:*!fT Uria 5^7 a-fc U :?-J^-rS. 
[01 243 

;^-r-yrS4 9t' "YES" i*l^yi^*<JifciL'ir*>o;t3&»il3t{i*ri8*« 
[0125] 

[01263 

3;7t. 06OX-r'yrS2 5T' "YES" XhtHt. 

rij tcife^$ixT</^s:^{c{i, ms<r)mmx'fvyseix\ ra-b-9-2o«, *i 
i8afiJL->y h 1 A%:itLx. um<r>nwmfL7 4 d (if^) i:wm^x'S>hwmzn 

74a. #S*i7 4b, mW^'f 7^-i»7 4 c^<^^tfDfifi<Ofl|«2:2Htf 
[01273 

:^-r yrS6 3C*5;tf.7-'-^ill1St*, ;^7^ yrS6 5feJ:lfX7^«y7*S6 7T, 
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[01 28] 

J^T-y7'S6 5t:' "YES" X'$>tH£. Tn-^z-tZOlt^ g!<;^7^-yrs 6 9-eiSglji« 

^::^-y h 1 4^i^LxMim^<r>Mmm^ mm) srSfiu. i:3t. xx-yrs7 ivm 

[0 129] 

^LX. m<:^7--jTS7 3iiiiX/X7--yyB7 3X\ 7*n-fe-9-2 Ofi, ®«ffl#<JDMi6 
[0 13 0] 

x^f-vTsisx' "YES" T'3^fL{^. 0*0. ^w^^nmjmtumirmifm^ 

[0 13 1] 

-^r, ;^7^-yrs7 5-c "yes" -pio. a®»i^<^*tiBffl?fii:i»<oiS2 

Bff*T^-f-A. ^iifci-,T. ru^^ii. m2Mm^fir^:mf^i- 

[0 132] 

■f-LT. Xx-yrS7 9T\ rD-fe-9-2 OJi, ^#dr-3 8*>(?>iOSfPA:'3m-^S:llX#U 
'e<Oii^aa#^titl8-rsc:t**SiJ?Siut*>S3&»S:fiM-r*. ^:<ox-r -yrs 7 9'C 
"YES" T*fLtf:^T- <y r S 8 1 -^iitr. 
[0 133] 

x7^>yrs8iT{±, umtimi:(omxiii^m^^Ltz(DX\ ro-fe-*^2o«^i^s 

ffl^tc:»iei£?I^Sri^m-f'&. -e-LT. Xx>yrS8 3T\ rP-fe-9-2 0fi3fifi*f^7^i?' 
7 8afc r 1 J f S^L. ^<Oi*«ffi#«iSgJ2WaS-«*TLTia5<^7n->MJ^~>^& 

[0134] 

fl!i^, ;^-r-yrs7 5-e "NO" xh^. oto, a^^sjiiigif^i: 

t*^-&gCt^*>o/c^. ttil±. Xr-'yrS7 9X' "NO" TfeO. y']^-(^ 
izX-oXMWLfJ^i&^^tltim-^izlt^ rn-b-9-2 0«, :^7^>yrS8 5T-afiffl#^(C^^*f 

, m-fe-i?-2 0{4jim<^Wi^«sffiu. :i(r>mm^ismBMi:iiii'Lxm5<oyu'-iz 

[0135] 

SI 0C{4. 05«o;^x'y7*S 1 5<oy-A3l!M<!Oi6f^^Sii.&. ® 1 oomnff)^^^ 
•yrs 1 2 1T\ ro-te-9-2 0{4. jaiMIS75:?^7 8at ri J 3&<gi^$^tTV^4*»=if 

[0 136] 

;^T-'y7*S 1 2 1 T "YES" Xhilt£. rn-fe1f-2 0«::^.-?-'yrs 1 2 3T:-31^#t 

(r)nmy-j^i:mn-tt, ^coxx-yrs 1 2 3-r'{±. iiiSjifiJL^v h i4t:m\^xm 
ifn^mipt^imf^^^tix. mm^my-j^im^^iii,, mmi^t(mwiim-7 

•r-Sfc. 7'o-feif20{J:. ;^'r--y7*Sl 2 5 TaftO^if MS L , ^<^7^-yrsi 2 
7-r'ffl^i875i?'7 8a^ roj K^Jt^S. ;^x'yrs 1 2 7<Oi(8«S-»T'rSi: J:^ 



BNSDOCID: <JP__j200S00S788/V_JL>' 



BNS page 2a 



(24) 



!^Ba2005-6766(P2005-6766A) 



[0 1 373 

-yr. Xy"vzrs 1 2 IT' "NO" -Cfcittt*. oiO, iiHl*fSI{7^^78a*t roj {c 
[0 1383 

;:i.-f-yrsi2 9-r' "YES" t-*>iltf. 7-n-fe-9-2 0(i, tM<:^'r'vys 1 3 IX'ziy 
1 3 3'^iitr. =5riJ. ::^7^>y7-S 1 2 9T' "NO" Tftixtf, -0*0, n-;&;l'«gBg*<3! 
[0 1393 

-9-2 0«S«^l3c7 4 f <7)ji{c r i j ^mM.LXm-^^'f-^74ft:mrt^. ^LX. 
rD-fe-9-2 Oli, ^-r -yT-S 1 3 STy-At^WJ U7t*>g*»^«{KU. "YES" 

igg<X-f .yrs 1 3 7-e. J»-fea74 eiOffltC r i j SrjDff LTBS^^-r-^' 7 
4e5rllS??-^&. 
[01403 

«H,^T. X-r'yrsi3 9T. ra-b-9-20«, lft>fic2:i«-^T-SiJ|.C:i:tcJ;r>-CliS^ 
S-^ffi L. IS^T-^' 7 4 d trM^S . CK^J: d te. *tli^^f>l^fc:«M$*tS**lg 
fil$8T'S)SSS^7 4 d{±y-A<?)ll4¥*fc{iy-Ajt=iTfcliBtrjeBf$it*. 
[01413 

•?-U-r. ;^-r-yrs l 4 ITfi, rD-fe-»f-2 0{A. ffiij^eox-r-yrs l<?5^^aafcJ:^T5^■ 
-^^-^'^cM^§i^TV^S3&»SA»^«B^L. "YES" C0%^t{±. M<><.7^-yrSl 

6a^m]^xnt:mXHz^^$tii>, ^2^*16^7 2 b«, J8!Jr$fL/i««fS 
$g (15^) 74d(izm2MmmL7 6bi:mtxmt:mJJLiiZtSM^tii,. 
[0 1423 

:^xyrs 1 4 If "NO" X'hii^. -P* Ox v^*r;U=E-H<0J©^tc:{4. & 
^v^Ji-Xxvrs i4 3S:i^T"r&i:. ^:<^^r'— A«!aSr»TLT05<O7n-l=y ^— 

.>-t-s>. 

[01433 

=5:4$. ^T-'vrS 1 3 l<03>'tA-:5'**«y-A«iaSr||^?LTV^«.J^t:'fc. ±MO 
J: ptCM?iJWCIlI5<^;^x-yrs 1 I <r>^mi}mm^ih.^ Xf-vrs l 3<7)|}^^-9-- 

1 J tcS^^^^iS . L7fe**-5-r. :^-r"/rs 13 l<oj!a.Sfc:fev>T<>, ^-{'?m'0j2^W 
{cJ:-DTXv^.yrsi 2 lOWBJf^itftaL. iHl*tl875^^7 8 a*< r i j fci§^$fiT 
t^SJ^^iC**. C:«^n>'t'i-3'i«flg^r'-A5aS$r^TLr. ;^-r-yrsl 2 3<0ii«ffl 

y-j^>imbM^m^:mf^^iJ:ioizLXi>^\,K 
[0 1443 

acommmizxixi^. mmmgiizi'ixwm^mmtiy'u- k^^'^ y-mmLxmrni: 

m->--r)\^im^^f^: o -c t j: < , mm^m^mmz^^^^its^x'hini, 
^,-^-^x'i,nmy~j*i:mLttzti><x'tfi>. ^ti. immy-j^mm.i oi:m^^?><^x\ 
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[0 14 5] 
[0 146] 

r> X . mLcnm^-y-j^wm: i o mmmm'^-Wi. Lxwm^u^ L-b^-^ t -c t s 

lS-9--^«9raTs P<0BMt::ifttt«>mi«i^<S-9--^WSTs c 1 t!j:t/Ts p<Of^t|gtt 
SII20iKlSl?--f-»imTs c2<^:g$t±0~ (Tcyc 1 e-T s^) ffmx^mf^^ 

wc^^h.^. z<Dm^iz h , m^<Dmfy-M,mm. i o mx-mm^f-^mmaxt/^m-^ 

[0 147] 

izTjk^tL^^ mi 2i}j:x/mi 3iZ7ik-timi)K wm<nm9<ommizjth-:>x. m^<^m 

.■■■t ..: 6<0;^-r-y7'S2 It^tev^TSI^f^ix-S. Hi 2<iOS^O<?)Xx-y7*S 1 5 IT". Tn-fe-9- 

•' ^^«S-^-^SBPalTsp) (OlSHl^t'7>:J^A-C^^-rS (Ell imi) . ^2=f- 
xr .:; tSl^-^SaiaTs c 2«0«S{±, Tc y c l e*><^Ts pfciVT s c 1 Sr^ff UJtfiltc: 

• ^^fih.^^.mmr-^miiTsp<r>^^im^mf,z'f}sbmM^ixx\.^h, 

[0 148] 

T s c 1 mfPBl<?)m 1 (ntm.-^'-'i-Hm ( X7^>y r S 153~S163),Tsp 
H§P^<7)^^-9--f-«ffl (XX yrS 1 6 5-S 17 7), tJ iZ/T s c 2V^^<om2<7)m 
(;^x y7*S 1 7 9~S 18 9) tl^m^^flh, 

[0149] 

ifirtS, m 1 2<?):^f-y7'S 1 5 3~S 1 6 3<!0«!!g{4. X-r-vTS 1 5 70«ia5:|^U-C 
ia9<0;^'f .yrS 9 3— X'T-zT-S 1 0 3<0i!!Mt |SI«■t'fcS«^!)'C^:^l'e^DieaJ{4^B&•r 
S. X^'vrsi 5 7"C'{4. ra-fe-<?-2 0t4mi^««1f-^I^S3&*Tscl#ig5aLfe 
*>S*>$r¥'JISrtTV^|.. 01 2«0;^-r-yTS 1 6 5— S 1 7 7<^i(!ia{4. 09O;^ 
■r-yrs 1 0 5— S 1 n<7)9!mk.nmX'h^<r)X':i:iX'<7Mmimm-th. Atl. 01 
3<?D>t-f- yrSl 7 9— S 1 8 gcOjaati, ;^7''yrSl 8 3<^i!!!a*I^^^TS9<0>^•?=• 
•yrS 9 3~S 1 0 3(7)^tmW:X'S3^<^XZZXer>mmii%S^-t?> . ;^v^-y7*S 1 8 
S-Cii, yu-b:V2 0{4lg2OiKt8-9--^B#ra*«Ts c 2#ig)aLi^^*^*>S:*'ML-CV^ 
■6. 

[0 150] 

ttz. ±mi^^mmx'it. Mmif¥(^!&iLt:mmi-i>fzMz. ti"fmmi)^(:>^<oMm 
mmirmmLx. mmmx'^mLt:^m<^iiwmtmmo}m^n- (.miMm^wax 

otzLxi^i, L*»L. mi^mmxu. t-rmmmi}^i;>-^mmfm^mmLx . 
, mx'^mLtzmi(oMmmmt^m<onm^t¥tti'-^m-&i)^i:'i^m^iti> xo^zlx^ 
iv%. io^-^. mmiMmmBti:yr3-]t^^xhr-^izif»f>xmmt&3ioizLx 



BNSOOCIO: <JP__SOOS00678BAJ_> 



BNS page 25 



(26) 



#^2005-6766 (P2005~6766A) 



[01513 
[0 152] 

[Sptofsm^rSiBJi 
mmx'f)^. 

ms 3 Sl^m}Jl^y~-t.^afci3{tSjMffl¥j5gSgfi?^j!aatci3V^Tl6^$nS 

[04 3 0iiiiiM<':«i^y-Asis<^)WRAMo<?{^:uv-yT<?3— eai^s^-riaws-rsi 

[05 3 01IIM<5iJ<Ofl|^y-AgS<?)i5f^O-0!|^5^-r7D-0-r-&S. 

[06 3 m3iz^if&fifm^4m9mcmf^<r^^^mt:y^7XD'-mTht, 

[07 3 06CO^^<?)— ?a55r^-r7O-0T'S>§. 
[08 3 06<OgE#cofl!l<O-gSSrSf 7n-0t:'i5i». 

[09 3 06tCfett5Bfiffl^SS!^SS^««l<OS&fP<r)--fl3J^^-r7U-0T'&i.. 
[0103 05fctJft.S.y-AJQ.ac^il!lf^cO-^JSr5^-r7a-0-r-«)|). 

[0113 mimmmc^m^y~j^^izisifhmim^mm^m$m(^^mmizt5\,^x 
^. 

[01 3 3 01 2cOiBg#Sr^i-7n-0'e*>&. 
[?J-^«0!KBB3 
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